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The future of electronic entertainment 


hat is Sonic? This may seem like an odd question, 
but during a period of significant change it is one | 

worth pondering. At the very least he is a collection of pixels 
bouncing around a television screen. At most, he is an icon, 
a visual motif whose existence stands for everything pure 
and true about videogaming - he wasn't part of the supposed 
videogames-are-the-new-cool movement of the mid-'90s, 
he simply existed as an element of supremely affecting 
examples of electronic entertainment. Which is probably 
why dyed-in-the-wool Segaholics adore him so — and why 
the prospect of seeing him appear on non-Sega-branded 
platforms in the future has caused such an uproar among 
videogame industry players since That Announcement. 

Edge was aware of Sega's multiplatform future way back 
in March of last year, when word first leaked that Crazy Taxi 
was making its way to PlayStation2 via Acclaim. Crucially, 
however, going forward the publishing revenues from many 
further Sega properties will be lining the pockets of Sega 
itself. Pockets which haven't seen much action for too long. 

Many Edge readers will have a gaming history that 
reaches back to 8bit home computing when the ZX 
Spectrum, Amstrad CPC, and Commodore 64 reigned, 
when playing Sega games on non-Sega hardware didn't 
even register as something out of the ordinary; when US 
Gold released a conversion of the OutRun coin-op for all 
major home formats and watched it effortlessly slam into 
the number-one chart slot and remain there like a limpet. 

Once Sega gets into its stride later this year and into 
2002, the all-formats charts may well depict a once-familiar 
picture, and the circle will be complete. However messily 
Sega's new direction was handled in global terms, now that 
the dust has begun to settle it has become clear that, freed 
from the materials, inventory, and marketing concerns 
associated with hardware manufacture, the company will 
soon be enjoying a new lease of life - something that seems 
to have even thirdparty king Electronic Arts running scared. 

Read Edge's extended Sega news report beginning this 
month on рё. And remember that it doesn't matter what 
badge adorns the front of the box, it's what's weaving 
its magic inside that counts. Sonic may well smile. 
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Sega shifts focus and comes out fighting 


After its dramatic decision to dump console manufacturing and focus exclusively on developing software, a new, 
leaner Sega emerges. Edge tracks the change as it happened, and looks forward to PS2, Naomi 2, and beyond... 





| anuary saw Sega make the switch 
UJ from being a consumer hardware 
manufacturer to a thirdparty videogame 
developer in a move that rocked the 
mdustry. Before looking at what the future 
holds for the Japanese softco, Edge relates 
the events as they unfolded in Japan... 
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Sega holds a lavish ceremony in order to 
unveil 'Shenmue: The Movie’, a 90-minute, 
entirely English-language film prepared 
from footage of one of the company’s most 
critically acclaimed Dreamcast titles to 
date. Two theatre-style screenings serve 
the viewing needs of 600 delegates at a 
time. But following the movie comes the 
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Gamers eager for a glimpse of the next 
chapter in Ryo's quest, via Shenmue N, 
were left disappointed by some oddly 
empty sequences and locations 


real reason why most have turned up: 

a taster of Shenmue Il. The gobbets on 
offer fail to sufficiently thrill, however, 
consisting as they do of strangely empty 
scenes. Project director Yu Suzuki takes to 
the stage, along with three Japanese voice 
actors, in order to evangelise their work. 
Finally, a restless audience sits back to 
discover when the sequel will be released. 
But Suzuki-san will not commit. All he will 
offer is that the game will ship before the 
release of XBox. Rumblings indicate that 
Sega had originally intended to offer a more 
fulsome demonstration of Shenmue Il, but 
an unknown factor came to bear, resulting 
in what was ultimately a disappointment. It 
remains a mystery as to why Sega should 
stage such an elaborate and obviously 
expensive event at a time when it does 
not have money to throw around. 

Минар lowe wary ДН 11 ПРЕ eat UR 

(ти: Їй. STW ia 

Just as last year, Sega's parent 
organisation, the CSK group, holds its 
Business New Year Conference. As well as 
Edge, a vast number of Sega executives 
are in attendance, from every element 
beneath the CSK umbrella. A series of 
inordinately detailed analysis presentations 
lasts for five hours, but a number of buzz 
words and phrases ensure that the 3,000 
delegates retain consciousness — chiefly 
mention of developments for PCs, 
handheld devices, and, most importantly, 
consoles from other manufacturers. 
Following the presentation, Sega's 

dinner function gets underway. Around 

the massive hall sit Dreamcast demo 

pods playing hast to the likes of Daytona 
USA 2001 and Phantasy Star Online, while 
fashioned almost identically to its Zip drive 
unit, is officially unveiled. But as the evening 
progresses talk turns away from Dreamcast 
software and on to PlayStation2. Speaking 
to a Sega representative, it is not clear 
whether or not solid word has been leaked 
from within the company, but it is clear that 
certain employees are anxious about the 
company's plans for 2001. Speaking 
unofficially, Sega insiders reveal that an 
internal deadline exists within the group: 

it is committed to making an announcement 
before the end of January. More dinner- 
table talk reveals that this is directly 

linked with multiplatform development. 
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The party finishes without concrete 
evidence. Just over a week remains for 
Sega to unveil its new plans. 
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fey PILA СЛ 
In a brief statement, Sega announces that 
it is to cease Dreamcast production, but 
that it is committed to supporting the 
platform throughout 2001, releasing a list of 
titles in currently in production. Confusion 
hits the Japanese videogame sector with a 
crash. Sega's stock will raise around 30 per 
cent in value over the next two days. Sega 
also mentions plans to use Dreamcast 
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On January 20, 'Shenmue: The Movie' was 
demonstrated to an eager public, followed 
by Shenmue Il. Yu Suzuki and three voice 
actors were on hand to evangelise 
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technology іп set-top box environments 
but this has little or no impact. Industry 
watchers in Japan know that beyond 
this revelation lies the real juice. 

In a matter of minutes, the 
confusion has reached overseas to 
Sega of America and Europe. Either the 
two westem divisions were not aware that 
the announcement was on the cards, or 
they simply learned too late. Some percerve 


Sega Japan's manoeuvrings as a stab in the 


back to its overseas representatives. Others 
simply put it down to a lack of organisation 
within the Japanese arm 
A Japanese newspaper, Nikkei 

Shinbum, is the first media outlet to 
break the news, but it Goes not take 
long for Japanese TV journalists to begin 
feasting upon it. Sega, it would appear, did 

ot anticipate their reaction: most reports 
paint the company in an extremely negative 
light, saying that areat games do not exist 
on Dreamcast, while the opposite is true on 








While it has yet to receive a western release, Sakura Taisen, which combines giant robots 
in a hybrid mecha combat and dating sim, is already in development for PlayStation2 


PlayStation2. This turns out to be a good 
day for SCEIs communication department 
As the news begins to filter through to 
thirdparty videogame developers across 
Japan, emergency meetings are nastily 
arranged. The talk among them is clear: 
freed from the shackles of hardware 
production, as a software-only company 
Sega is а new danger, While PlayStation2 
hardware sales have proved healthy in its 
domestic territory, the same cannot be said 
for software. With the arrival of a competitor 
the size of Sega, the situation for other 
PS2 developers can only get worse - 
and don't they know it 


Thursday, January 25, 

TV Asahi, Roppongi 

Following Sega's hardware-related news 
comes the announcement of an unusual 
new Ше, a game focused very much on 
Japanese tastes, featuring famous native 
actors in a sort of TV series-themed 
adventure title. Delivered on three GD- 
ROMs (the game is, naturally, heavy on 
FMV sequences), the unusually monikered 
es is a cooperative undertaking from three 
companies — TV Asahi, Sega Dentsu, and 
Forsam — and will be released in Japan on 
April 5. Sega's representative concludes his 
presentation of the game thus: "It would be 
sad to make this game for Dreamcast only. 


We will bring it to another platform." And so 


es becomes Sega's first multipiatforr title. 
L 


Wednesday, January 31, 
Palace Hotel, Otemachi 
Today is the day: Sega is expected to 
Officially firm up its plans for the future 
And this it does, confirming that Dreamcast 
is finished, along with Sega's long presence 
in the consumer hardware market. Heavy 
layoffs in its overseas divisions are revealed, 
although specifics will not be discussed. 
Sega will now be a thirdparty software 
developer. Wasting no tima, it reveals 
its first wave of titles 

It's clear that Sonic Team is onented 
towards Nintendo (rumours from last years 
SpaceWorld reported Yuji Мака5 interest in 
the Kyoto giant's hardware, and Nintendo 
has even demonstrated the potential of its 
upcoming hardware directly to Sega staff), 
so learning of the existence of Sonic The 
Hedgehog Advance (working tithe) is no 
great shakes. Of greater consequence is 
that Virtua Fighter 4 (previously VFX) is to 
make its home debut on PlayStation2 
By citing such a high-profile seres in this 
regard, Sega is clearly assuring media and 
investors alike that it is serious about its 
future as a thirdparty developer: going 
forward its work outside of the Dreamcast 
sector will not lie in hand-me-downs, but 
with its biggest brands, 

The confusion that so visibly reigned 
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Set to compete with other mecha titles such as Armored Core 2 and ZOE on Р52, 
Sakura Taisen, a much more established franchise than either, is likely to be a success 





The announcement by Sega of Japan on 
January 31 that it is to become a platform 
-agnostic software developer seemed to 
take both SOA and SOE by surprise. 
Consequently, much misreporting 
appeared before the two subsidiaries 
officially stated revised business strategies 


mere days ago has now subsided, and 

the Sega group as a whole is beginning 

to get its house in order. The shift in focus 
has been a messy one = especially for the 
western divisions - and Sega appears keen 
lo get the process over and done with as 
soon as possible. The fact that its first non- 
Dreamcast games will appear in March 
gives some explanation of the January 
deadline Sega insiders spoke of last 

week. The company is evidently keen 

10 open up vanous channets to its 

coffers as soon as possible 





Sega's next move 

The first two years of Sega's life as a 
игаралу developer will obviously represent 
a time of transition, but the company has 
the potential to becoma a significantly 
profitable publisher in this fashion. In the 
arcade sector, it seems poised to effortiessiy 
retain its position as number one. Many 
Japanese observers see Sega's changes 
with some pessimism, however. Having 
seen Sony crush Sega in terms of 
consumer hardware, many believe that 
Sega will now come back and destroy 





soma af Sony's most established software- show will present an interesting battle: H aving Seen Sony crush sega in h ardware 
development allies. Some of the more Магпсо 5 Sou! Calibur 2 versus Sega's | ! b li S | " | 

extremist analysts have been pondering Virtua Fighter 4. Though they use different erms, many епеме еда wil now come 
the possibility of a two-way alliance between technology sets, both titles are PS2-bound. back and destroy some of Sony’s most 
Sega and Nintendo, suggesting that the By the end of this year it should become est а bli sh ed softw are- d еу el opm ent al | | es 
consequences of such a move would clear how much Sega is to be feared. 

prove disastrous for other manufacturers Moving on, Sega has committed 

in panic mode, many Japanese thirdparty to a three-pronged business strategy. At although no more Dreamcasts will be 

developers are known to be looking further the heart of its revised mission statement manufactured after the end of Sega's 

айе іп an effort to plan a secure future = is platform-agnostic software development, financial year in March, the company 

and to many of tham that means XBox. as well as continued support for its arcade was quick to reiterate its support for the 

But Sega is already firmly ensconsed operations, but of equal importance is the platform, pointing out that in addition to 

in this regard itself — its various Japanese company's decision to license Dreamcast the Pace deal there are 100 titles set 

development divisions are known to have technology to thirdparties, such as Pace, to be released before March next year 

signed up with Microsoft even before the with whom Sega has jointly developed a Тһе decision to publish Sega franchises 

recent multiplatform plans were revealed. set-top box incorporating both personal on other consoles comes as little surprise. 

For Japanese developers fearing Sega's video recorder (PVR) functionality as well It was known as long ago as last March 

new-found freedom, the forthcoming AOU as built-in Dreamcast architecture. So that Acclaim has held the night to publish 
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The collaborative title es, which resembles a form of interactive movie, becomes the first multiplatform title from Sega. Тһе title is 
being developed by TV Asahi, Sega Dentsu, and Forsam. With its cast of famous Japanese actors, don't expect a western release 
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The Sonic Café suite of games 
designed for NTT's new iAppli 
service will initially consist of 
four games, with more arriving 
on a month-by-month basis 
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Crazy Taxi on alternative platlorms, for 
example, and while Sega has only officially 
announced titles for PlayStation2 and Game 
Boy Advance, XBox and GameCube 
development will follow soon. Significantly 
for the financially beleaguered company, the 
decision to publish on other platforms — 
particularly Game Boy Advance and PSone, 
which will see a number of Saturn 
conversions = will allow the company to 
turn its back catalogue into a revenue 
Stream, 85 well as increasing the 
addressable market for the company's 
software. It also has serious implications 
for other publishers. Indeed, the claim made 
by EA's John Riccitiello to Reuters that Sega 
is ‘starting from scratch’ is disingenuous in 
a couple of ways. On the one hand it is 
unlikely that Sega's amusement divisions 
nave not had a chance to investigate 
PiayStation2 architecture, and it is known 
that Microsoft has courted them with free 
dev kits. On the other hand, it disregards 
Sega's 40-year history developing games. 
Away from conventional videogame 
platiorms, Sega is also leveraging its 
content-development expertise to work 
with а vanety of alternative devices — notably 
NTT DoCoMo' iMode phones and Palm's 
personal organisers. The Sonic Café service 
will be available over the new \Apli phones, 
which are more advanced than previous 
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iMode handsets, and will consist of a 
number of games that can be played for 

a monthly charge of ¥300 (£1.80). The first 
four titles to be available using the service 
will be a simplifiad version of the Satum 
classic NIGHTS, ChuChu Puzzle and 
ChuChu Edit, based on the Dreamcast Ше, 
and, rather bizarrely, Samba de Amigo, 
which will have new tunes added on a 
monthly basis. Although no titles have yet 
been revealed for Palm hardware, the two 
companies have announced a strategic 
partnership in which Sega will develop a 
series of offline and online gaming content. 


Sega, Pace, and set-tops 
On top of these announcements, Sega's 
licensing deal with Pace has significant 


scope to transform the company's fortunes. 


By dramatically increasing the installed 
Dreamcast user base, the agreement will, 


as with PSone and GBA gaming, potentially 


allow Sega to turn its existing portfolio of 
Dreamcast titles into an ongoing source of 
income without the risk of manufacturing or 
development costs. As Pace's marketing 
director, Andrew Wallace, explains, the 
deal has been over a year coming to 
fruition: "We took the decision about a year 
ago because we're continually looking for 
new ways to broaden what the set-top can 
do, and for some time this has been a really 


Among the first titles to grace iMode 
phones will be two games based on 
ChuChu Rocket, a game based on 
Saturn NIGHTS, and Samba de Amigo 


obvious way 10 do iL." He goes on to 

point out that from Pace's point of view 
the deal makes sense for a number of 
reasons: "There was a pragmatic reason 

in that it would be relatively straightforward 
for us to do, given the architectures we 
already had. If you look at their console, 

it is architecturally more similar to a set-top 
than the others that are around, and it's 
much closer in price point. The big thing 
about what we've done is we've made it 
much, much, cheaper to get access to 
console quality Games because we ve 
integrated the systems. Now, to try and do 
that with the other consoles is something 
we'll look at in time, but it's just a lot harder 
to do than what we've dona." 

In terms of functionality, the device will 
boast four joystick ports and be compatible 
with all existing Dreamcast peripherais. It 
won't, however, play GD-ROMs. Instead, 
games will be downloaded and stored 
locally on the built-in hard drive. беда will 
make the entirety of its back catalogue 
available, with thirdparty publishers 
expected to follow suit. Wallace anticipates 


Sega's new line-up 


Sega has announced that it will 
be shipping 30 titles to other 
consoles by the end of March 
2002. So far, the following titles 
have been confirmed: 


Game Boy Advance 

Sonic The Hedgehog Advance 
Puyo Puyo Advance 

Chu Chu Rocket Advance 


PSone 
Sonic series 
Enhanced ports of Saturn titles 


Virtua Fighter 4 (formerly VFX) 
Space Channel 5 series 

Sakura Taisen series 

Твийи (aka Let's Make A...) series 
Crazy Тах! series 





Wallace anticipates that the 40Gb drive will be 
Capable of storing up to 60 games, with each 
one taking about three minutes to download. 
Payment schemes have yet to be finalised 


that the 40Gb drive will be capable of 
Storing up to 60 games, with each one 
taking about three minutes to download. It 
has yet to be finalised what sort of payment 
schemes will be implemented, though such 
a distribution method clearly raises the 
possibility of pay-per-play, or period rental 
On top of Dreamcast functionality, the box 
also incorporates a range of TiVo-style 
features, such as the ability to pause and 
rewind live recordings, and with two tuners 
it is also possible to watch two channels at 
once, or record опе while watching another. 
“Тһе critical thing,” Wallace is keen to 
Stress, “is that the cost of this thing is not 
significantly more than a straightforward 
PVR, so essentially the consumer will be 
getting it for a much lower cost." 

While a working prototype is currently 
being shown to press and investors in the 
US and the UK, a lot of the finer details will 
only be resolved when Pace agrees a 
distribution deal with a service operator. To 
this end the company is in talks with various 
cable companies and satellite operators 
around the world. "What we'll end up doing 
is concluding a deal with one of these, 
which will help to define exactly how they 
want to integrate it into their existing service 
offering and how they'll price it and stuff like 
that," explains Wallace. Volume production 
of the set-top box won't take place until 
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such a deal is in place, which will also 
determine the manner of distribution. "The 
way we normally do it is that our set-tops 
are provided to service providers, and then 
they pass them on. They may subsidise 
them or they may just put them out through 
retail — it varies from country to country." 
Wallace is adamant that no matter 
which operators sign up for the box, the 
impact on the videogame industry will be 
considerable: “| think what this will do over 
a period of years is to compress the market 
for jower quality games on things like TVs. 
There'll always be a market for lower quality 
garnes on smaller devices, but on TVs we'll 
find cheaper and cheaper access to 
console-quality games and as a result 
the alternatives will seem less attractive." 
One of the reasons for this is that the 
device is aimed very much at the casual 
gamer. "We're not going for hardcore of 
fanatical gamers," he continues, "because 
we think they'll already have a console, 
though if they happen to want two consoles 
in the sarne house for multiplayer gaming, 
this is definitely a solution. in the UK we 
think that something like 43 per cent of 
houses will have an online console by the 
end of 2003, and the other 57 per cent is 
our target market. Of course, some 
proportion of that will never buy games, but 
there's a lot of anecdotal evidence that a 


Pace's Andrew Wallace has been on the road showing off 
the Dreamcast set-top box to investors and journalists 


large proportion of the TV user base will 
play games casually if they're sitting there 
in front of them and easily accessible." 

It might be argued, though, that Sega 
doesn't make games for casual gamers, 
but Wallace is convinced that quality will 
out. "One of our engineers who set this up 
in New York the other day had never played 
a console game until two days before, but 
he was quite happy demonstrating to 
journalists, playing Crazy Taxi and Sonic 2. 
Experience with Open, TPS, Canal Plus, 
across western Europe, and also NTL and 
Telewest, suggests that people will use 
games if they're available on the set top." 

Perhaps the biggest advantage that 
the box will have, though, is the support of 
influential broadcasters. "One of the reasons 
that I'm pretty confident that it's going to ba 
successful is that Sky is a very savvy 
marketing organisation. They've managed 
to launch a whole bunch of new concepts, 
and l'm sure that they'll package this up in 
a way in which people can understand 
and will buy,” notes Wallace. While XBox 
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Space Channel 5 will be one of the first to 
test Sega's fortunes in the console space 
outside of Dreamcast. Sonic, meanwhile, 
will be appearing on GBA and PSone. 
Further Crazy Taxis are expected to arrive 
on both PlayStation2 and Dreamcast 
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There have been redundancies at SOE and 
SOA, and the cost of ceasing DC production 
is an extraordinary ¥80bn, resulting in a 
downward revision to loss estimates 


evangelists can point to the potential of 
multiplayer gaming through a broadband 
that an integrated Dreamcast set-top box 
presents to broadcasters are boundiess. 
"Imagine watching Silverstone," he argues, 
"and at the end of the race there's an advert 
on the TV that says "You've seen the race, 
now play the game — limited period 
competition this weekend; fastest ten 
drivers on Sega Rally win a day at 
Silverstone with Stirling Moss. Three 
pounds a play, press the red interactive 
button to see who the fastest players are 
50 far'. There are some really interesting 

Be that as it may in the long term, in the 
experiencing teething problems as a result 
of its decision to reposition. There have 


industryopinion 


been redundancies at SOE and SOA, and 
the cost of ceasing Dreamcast manufacture 
is an extraordinary ¥80bn, resulting in a 
downward revision to net loss estimates for 
the end of this financial year. But the 
company is unlikely to regret its decision. 
The surprising thing about the move |5 that 
the company took so long to act, and, 
when it had decided on a course of action, 
the speed with which it did so. While there 
may be problems on the horizon, in the 
shape of set-top box piracy, for example, 
other signs are positive. Hecent endeavours 
such as the low-cost Independent 
Developer Toolkit may yet grant some 
longevity to the Dreamcast, and the 
possibility of the company manufacturing 
an arcade board based on the architecture 
of another console will maintain the smooth 
transition from coin-op to console that the 
company's franchises enjoy. With thirdparty 
development set to give Sega a profitable 
forays into more experimental hardware, the 
news can only be good for Sega - which is 
expected by analysts to return to profitability 
within two years — and slightly less so 
for the competition, 


Edge invites thoughts on a new Sega 


— 
bem 
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While western gamers might be slightly 
nonplussed by the prospect of the Tsuku 
(or Let's Make A...) series of sports titles 
on alternative platforms, the franchise is 
hugely popular in Japan, and for the 
series to appear on Sony's PlayStation2 
shows the significance of Sega's move 


"Sega's decision 10 reconsider its role within the game console hardware business 


“Anyone growing up wasting 
their pocket money on Space 
Harner and OutRun would have 
nothing but admiration for Sega 
as a software company. | still 
love the eightplayer Daytona in 
the arcades. We're glad to have 
them on board, although a little 
scared by the quality of the 
competition they'll provide. 

It will definitely raise the standard 
of PS2 games even further. 

| have a very simplistic view 
about platforms. Sony hava 
always had the most open 
platform and have consequently 
made more developers rich. 
Sega and Mintendo have tended 
to make platforms solely for their 
own benefit, basically to show 
off their own games. | think 
Sega changed this a little with 
the Dreamcast, but it was too 
late and thirdparties weren't 
convinced. | can't see any 


evidence that this is changing for 
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GameCube. Microsoft has no 
heritage in console or arcade 
games, and so has had to 
vigorously try and embrace 
developers. Unfortunately, any 
developer wishing to make some 
money out of XBox has to wait 
for at least another year, which is 
a long time in this business." 
Brendan McNamara 

SCEE 





comes as no surprise. Weakened both financially, but, more importantly, in the eyes 

of the games market by the failure of Saturn, 32X, and Mega CD, Sega launched 
Dreamcast with few expecting it to seriously challenge its principal rival Sony in the 
longer run. With little serious support from publishers as a result, the self-fulfilling prophecy 
of its demise as a retail product was more or less complete before it started. Sega has 
now finally realised that its image as a hardware manufacturer is too tarnished for it to 
play any further role in a retail market made even more crowded by Microsoft's arrival. 

This, though, does not necessarily spell the end for Dreamcast. By tying up with 
PACE Micro, Sega has paved the way for longevity and an addressable market for 
Dreamcast that it could not have achieved at retail. Should one of PACE's many 
partners place an order for, say, six million Dreamcast-compatible set-top boxes, 
not only would the Dreamcast market double overnight, but such set-top box 
installations would likely stay in homes for longer than the retail product would. 

Most importantly, however, such a move will introduce broadband to the console, 
and with it the dream of publishers and console manufacturers everywhere: seamless 
electronic distribution and high-speed multiplayer interactivity. 

The early pain it will experience exiting this market will be mitigated by its ability to 
concentrate on Its true asset base: its software. For the first time it will be able 10 exploit 
the far broader addressable markets offered by the aggregate of its former competitors 
markets, and indeed by a Dreamcast market which could expand considerably should 
PACE secure a high volume of set-top box orders. 

With more than 100 titles in development and a huge number of highhy successful 
games franchises, Sega is now poised ta become one of the largest independent 
games publishers in the world." 

Nick Gibson 
Durlacher 


continued >> 
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“Sega giving up hardware and 
making software is something 
that's been bantered around the 
industry for some time, but no 
one expected it to happen so 
quickly. | think it's a great move 
that ensures the survival of what 
is, and what always has been, 

а great games company. Tney 
tried valiantly to make it work, 
but the hardware side of things 
was obviously holding thair 
business back. Virtua Fighter 4 
becomes another ‘killer арр" for 
PS2, alongside GT3 and MGS2. 
І was expecting this sort of 
shock news to come from 

XBox, but | expect they will 
shock us this year somehow 
anyway, Great Sega titles coming 
to PS2 and GBA is just fantastic 
news. | just hope they announce 
powered-up versions of Virtua 
Tannis and Sega Rally real soon." 
Alex Ward 

Criterion 


"First of all, | just have to say 

i told you во” and quote myself 
from Edge 72: ‘It seems like the 
Dreamcast has probably failed 
already... it might take a couple 
of years before the public 
realise’, Having said that, 
though, I've been continually 
surprised by the quality of 
software on Dreamcast over the 
past couple of years - it is clearly 
a capable machine (maybe more 
capable than people originally 
realised), and it's a shame that 

it appears to be the last console 
that Sega will manufacture. 

I'm glad to see that Sega 
intend to continue developing 
software - they have always 
sottware in the past and the fact 
that it will now be cross-platform 
can't be a bad thing. | just hope 
they don't get tied up in апу 
exclusivity deals.” 

Steve Ellis 
Free Radical Design 


“| think it's great news for the 
rest of the gaming industry. 
Sega's internal teams have 
produced some of tha most 
playable and innovative stuff 
on the planet. From Sega's view 
it removes a lot of investment 
and risk in hardware research 
and development. Hopefully 
they'll be spending It an their 
game teams instead." 

Mike Kavallierou 

Microsoft 


*Sega have done this sort of 
thing before, so everyone should 
knaw what to expect. When the 
Saturn was fading, they shifted 
focus away from it, forming 
SegaSoft to develop games 

for PC and other platforms. 
They still came back with à 

new console a few years later, 
80 | wouldn't write them 

off completely. Sega have the 
console bug, and | wouldn't be 
at all surprised if they have some 
new, cool console waiting іп the 
wings. The Dreamcast is a good 
console, though, and it is a 
shame to see it go. | suspect 
there is still some life in it 

for a good while yet. 

For developers this is a 
double-edged sword. It removes 
one platform that we have tà 
support, but it also removes the 
opportunity that brings. It is a 
shame because programmers 
have only just started learning 


to get the best out of Dreamcast. 


The deal Sega have signed 
will probably see the Dreamcast 
pop up in loads of different 
places. Perhaps they'll get 
millions of Dreamcasts 

out there by stealth." 

Chris Kingsley 

Rebellion 


"| think it is an excellant decision 
and should herald a renaissance 
in the company's fortunes. Sega 
are an awesome game 
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development organisation. but have never had the financial muscle of Sony, Microsoft, 
or even Nintendo. They can now be a giant in game development instead of a minnow 
in consumer electronics. It is only a shame that they were forced into the decision by 
their currant circumstances instead of making it as a positive and daring strategic 
decision several years ago, as | urged them to do. The implications for game developers 
is that the stakes have just been raised again, and only the very biggest and best will be 
able to compete." 

Karl Jeffery 

Climax 


“With the demise of Sega ава console manufacturer, we are effectively losing 
a company that did not succeed in marketing what was in essence a good piece 
сі hardware. Whether that was due to limited financial resources or à lack of good 
organisation, creativity, and vision is difficult to judge, but | think it's safe to say it 
wasn't just bad luck or clever PS2 hype. 

No need to mourn the industry's loss of Sega in this respect, therefore, since 
the consequence of all this is that economic inefficiencies are killed and we are left 
with the best parts of Sega (its many software divisions), which clearly cannot be 
held responsible for Dreamcast's poor performance. Being some of tha bast game 
developers in the world, these can now target an installed user base which is going 
to be four or five times the size of their previous 'audience', which basically means 
it's a win-win situation for almost everyone involved. Sony, Nintendo, and quite possibly 
Microsoft wl now see ther software line-up being strengthened by top-quality Sega 
franchises - and hopefully maracas — which is good for consumers and the struggling 
industry alike. Shareholders will undoubtedly witness Sega's revival on the stockmarket, 
and developers don't have to worry about the Dreamcast any more (if there were still 
ones that did), instead being able to focus on the three strong playars that remain." 
Martin de Ronde 
Lost Boys Games 


“Sega's outstanding reputation for creating great arcade/home entertainment game 
software is renowned and we welcome them to the PlayStation platform. It is great to 
have the power of this new content as part of the PlayStation experience, which 
expands the choice for users as well as potentially attracting new audiences.” 

David Wilson 

SCEE 


“At EA, we welcome Sega's decision to locus on game software, Sega has 

some extremely talented people in its studios producing some of the best games 
and characters in the industry. We think their focus on software and development 
for other platforms will be good for gamers and for the industry. 

As for competition, we welcome the challenge. Other companies such as 
Disney, Microsoft, and Sony have made threats in the past and yet EA Sports 
commands the leading market share across PlayStation, PlayStation2, and 
the PC. A challenge from a good competitor only makes us work harder." 

Paul Jackson 
Electronic Arts 
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Coin-ops struggle on at ATEI 
As was expected, Sega and Konami shine with new technology, but 
delegates at the Earls Court arcade expo find little to surprise or inspire 





| ike /АММА before it, the Amusement 
Irades Exhibition International, which 


Е 
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took place from February 23-25 at London's 
Earls Court, bore witness to coin-op 
manufacturers. attempts to distinguish 

the arcade expenence trom home gammg 
in an attempt to combat challenging market 
conditions. With several titles receiving their 
European premieres, and one or two thair 
world debuts, the Sega and Konami booths 
stood out in terms of quality. Worryingly, 
though, away from these two, there was 
little that was either genuinely new or 


There was little that was either genuinely new 
or overwhelmingly original, suggesting the 
coming year will pose some difficult questions 


Overwneirningry оппа, suggesting That system to buyers as a more соѕі-епесіме 
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questions for arcade operators technical demo highlighting the capabilities 
of the Naomi 2 board was more prominent, 
with two titles on show featuring the new 
hardware. Four Club Kart cabinets 


were linked up, while Wild Fiders was 


Sega still strong 

With the exhibition taking place before 
the company had made any official 
announcement regarding its decision їо given its world debut. Although the latter 
refocus, Sega's busting stand gave little was eagerly anticipated, it didn't appear 


lr 
uud 


to have the replayabiity of Crazy Taxi, 





indication of ine news that was about to 


break. Indeed it is unlikely that the company's and the cabinet design didn't help, its 


Fourplayer Arctic Thunder, with its 
custom-designed cabinet, provides one 
good reason to venture to the arcade 


undisputed strength in the coin-op sector will handlebars having little travel. Also hugely 


be diminished by any repositioning, and its popular was Air Trix, which featured a 
stand at ATE! reinforced the fact that the 

company сап be counted on for originality 
While it was pitching the Naomi GD-ROM 


custom-designed cabinet incorporating 

a Skateboard, which was shown alongside 
Strike Fighter, F355 Challenge 2, and Sports 
Jam, which made use of a Track & Field-style 
dynamic. Perhaps the least inspiring title 
despite its popularity, was Confidential 
Mission, which was one of a raft of lightaun 


games that added little to the genre 


Namco disappointing 

Namco was as guilty as any of a lightgun 
fixation, with Ninja Assault and Crisis Zone 
on promient display and ine uncdenwneirnandg 
Vampire Nights receiving its world debut. 
Although all of these titles were entertaining 
enough, they did little to encourage 
confidence given the current climate of the 
arcade market, and with Ridge Racer V 
ndistinguishable from the disappointing 


PlayStation2 incarnation, it is a bit much to 
Г 
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cabinets to carry the company's fortunes 





Also on display on the company's stand 
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Sega's rolling Naomi 2 footage took pride of 
place on its stand. Visuals did not disappoint 





expect the Ms Pac-Man/Galaga retrospective 








Club Kart, running on Naomi 2 hardware, 
can be personalised using a form of 
memory card to store performance details 


was MTV's Drumscape. Eschewing the 
immediacy associated with the coin-op 
ethos, Drumscape consisted of an enclosed 
set of drum pads, and seemed to appeal 
only to those capable of actually playing 

the drums, which would appear to Їнти 

the attraction for the majority of gamers. 


Konami shows promise 

50 it was left to Konami to actually 

invigorate the lightgun ethic with arcade- 
Spechc hardware. Police 24/7, with its 
moton-detector cabinet and aerobic 
gameplay principles, is a laudabile 
undertaking, and may yet wow arcade goers 





Namco's Vampire Nights received its world debut, but was relatively uninspiring, as was the arcade conversion of Ridge Racer V, which is 
pretty much identical to the disappointing PlayStation2 version. There was little else that inspired confidence on the company's stand 


n the same way as the company's BeMani 
tities (of which Dancing Stage EuroMix and 
Para Para Paradise were on display) but 


the title doesn t quite gel at present. 


Coin-op trends emerge 
But in many ways, Konami was typica 
of two trends that were noticeable on 
the showfloor. The company's promotion 
of its Internet Challenge, for example, which 
enables gamers to enter high scores into a 
competition by means of a password, was 
indicative of one way in which operators 
are hoping to overcome a shifting market 
indeed, a host of companies were attempting 
to entice custom with the offer of 
tournaments and prizes, as Midway's vice 
president of sales, Mark Struhs, points out 
"H think this show represents the change that 
5 occurring within the industry. We saw a lot 
of tournament and prize machines. All the 
manufacturers are trying to develop 
something new for the players and the 
operators are willing to try it as well." But 
the other, and more obvious trend, was the 
attempt to create an expenence in the arcade 
that simply can't be replicated in the home. 
Fighting Marva (already in some UK arcades) 
may have the moral majority up in arms with 
ines like "You're already dead’ taken from 
‘Fist Of The North Star’, but it seems unlikely 
that any peripheral will be introduced for 
home consoles that will support its 
пурегастме punching gameplay 

One of the companies that perhaps took 
this to the extreme was Cybermind; which 


demonstrated a host of virtual-reality-shyle 
game cabinets alongside Ben Hur 2000 - 
previously displayed at ECTS. The problem 
with the company's strategy, though, is that 
the software doesn't match the hardware. 
Killer Loop, for example, was hardly the best 
illustration of the potential of a hydraulic 
cabinet, and while Heavy Gear I! and Sin 
may be enhanced through the use of a 
VH headset, they have both been available 
to PC owners for some time now 

The best demonstration of effective 
cabinet architecture was Midway's Arctic 
Thunder. “While many of our distributors 
are familiar with this game and its unique 
features,” explained Struhs, “Arctic Thunder 
has just started to ship intemationally. ATE! 
provided the international marketplace the 
opportunity to experience the game and 





appreciate what it has to offer." Although the 
title will put in an appearance on Р52, theres 
no chance that any console version will distil 
the essence of its coin-op appeal, which 
resides in the vibrating seat and jets of air 
that combine to enhance a sense of speed, 
and the fourplayer link-up. 

But with the rest of Midway's offering 
consisting either of older titles or rehashes 
of its existing portfolio, including the already 
available Cruis'n Exotica, and the best of the 
rest confined to the likes of Gaelco's weak 
Smashing Drive NYC, the coming year 
promises to be a tough one. With one insider 
predicting that difficult market conditions will 
take their toll even on the likes of Konami, the 
future may look bleak in some ways, but the 
Ingenuity on display in the handtul of 
Standout titles bodes well 








Air Trix (top) and its skateboard cabinet 
was hugely popular, as was Wild Riders 
(above), which failed to live up to hype 


As expected, the most experimental stand 
was Konami's, which allowed attendees 
to sample a 50%-complete Thrill Drive 2 
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Big guns join the iMode revolution 
With 20 million users, iMode is already thriving in Japan, but the release of 
improved handset technology has attracted gaming’s big names to the format 
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NTT's new range of handsets 


boast a colour screen and 
greater resolution than early 
handsets, affording more 
freedom to game developers 


Publisher: Taito 


Among the titles that Taito will be bringing to 
phones are Pure Bobbie and Space Invaders 


ega's decision to enter the mobile 

gaming sector with its Sonic Café 
suite of games comes as no surprise given 
the huge success of NTT DoCoMo's iMode 
phones in Japan. With nearly 20 million 
users, the format has presented sianificant 
competition to videogame publishers vying 
for the nation's leisure hours. 

But with the release of NTT DoCoMo's 
naw i503 handsets, which ara compatible 
with a variant of Java and have a much wider 
functionality, several big-name publishers 
have announced support for the platform, 
including Sony, which has entered into an 
agreement to develop technology to link 
Моде phones to the PlayStation. 


Improved handset specs 
The new Java handsets add an improved 
colour screen with higher resolution to a 


NTT and its six overseas partners - 
including ATAT Wireless in the US and 
КРМ Mobile and Telecom Italia Mobild in 
Europe - to develop an interface to connect 
Моде handsets to home consoles. The 
move follows the announcement last year 
of an iMode adapter for the redesigned 
PSone. In a separate agreement, the two 
companies have entered into a partnership 
to trial the streaming of rich media, paving 
the way for Sony's broadband strategy. 


Outstripping WAP 
While the stampede of developers might 
reasonably be compared to the WAP 

land grab that is taking place in Europe, the 
technological sophistication of Моде phones 
is, for the time being, in advance of what can 
be achieved with WAP handsets. Graphically 
the tities that are emerging are similar to Bbit 


The new Java handsets add an improved 
colour screen with higher resolution to 
a broad range of existing functions 


broad range of existing functions, including 
email and МРЗ playback. Although Capcom 
and Jaleco have already made a name for 
themselves producing iMode content, these 
Improved specifications have also attracted 
the likes of Namco, Konami, Taito, and even 
Disney, which will join them in developing 
mobile content. The new titles will be 
accessed from NTT's new iApoli service, 
which will be rolled out to accompany 

the launch of the new platform, and which 
allows cache applets on the handsets. Sony, 
meanwhile, has coma to an agreement with 





Publisher: Konami 
As well as bringing the ancient Pooyan back to life 
Konami has created a new version of its SD baseball 


consoles, thouah without multiple plane 
scrolling — in stark contrast to the static 
greyscale images that anybody who has 
dabbled with the current incarnation of WAP 
gaming will be familiar with. Although the tities 
announced for NTT's new service may not be 
as refined ав 32bit gaming on Nintendo's 
Game Boy Advance, the size of the user 
base and the fervour with which iMode has 
captured the imagination of the Japanese 
are likely to continue to present a challenge 
for traditional videogame platforms — both 
console and handheld. As in Europe, though, 





Publisher: Namco 
The classic Galaxian and Pac-Man franchises will also 
be putting in а mobile appearance thanks to Namco 








Sony has cemented a deal with 
NTT DoCoMo after announcing 
iMode compatibility last year 
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Graphically the titles that аге emerging 
are similar to 8bit consoles, though 
without multiple plane scrolling 


it has yet to be determined what sort of 
with the number of publishers jumping on 
board it will be interesting to see how much 
competition the market can support. 


The west must wait 

Although western gamers may be eager to 
get their hands on some of the titles shown 
on these pages, it will be some time before 
they will be able to do so - unless they move 
to Japan or take up residence in Holland or 
Italy. While NTT has plans to introduce iMode 


technology to the US and Europe in 
the coming year, the move is unlikely to 
spell the end of WAP. since as a proprietary 
technology it will only be supported by 
KPN in Holland and TIM in Italy — and 
50, obviously, only available to users 
in those countries. 

However, with the forthcoming advent 
of GPRS, standards of WAP games could 
soon match their iMode counterparts, so 
western developers could do well to watch 
and learn from the lessons those icm 
working with iMode can teach them. ies 
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1 The phenomenal appeal of 
n. iMode phones in Japan is 
| causing a headache for more 
| traditional videogame and 
arcade game developers 








Jobs lost 
As Edge went to press, news had just 
arrived that several videogame companies 
have been forced to implement 
redundancies. Despite strong official sales 
figures for game software, the transition to 
next-gen hardware apparently continues to 
present a challenge for publishers anc 
retailers alike. Online retailer Gameplay will 
be cutting 275 jobs, resulting in 54 
departures from the company's London- 
based head office and the closure of the 
company's eight GJakarta high street 
stores. There is bad news also for 
Codemasters, which has announced 90 
redundancies, due to difficult market 
conditions according to a press release 
Expect some more in-depth analysis sonn 
















Jobs found 


The recruitment section of Edge-Online 

is now live, and is the ideal place for 
would-be coders, artists and designers 

to start looking for a first job, or for 
seasoned industry veterans to plan their 
next move. іп addition to regularly updated 
listings of the most desirable jobs, the 
section contains a searchable database 
containing company profiles to help 
applicants secure that coveted role. The 
section complements the existing features, 
first impressions, and forum that can be 
also be found on the Web site, which is 
located at www.edge-online.com. 











Publisher: Parasonc 


Given the strength of some of Ihe other franchises set 


to appear, Pigumon and Balutan aren't too inspiring 


Publisher: Owango 
Batter known for fishing games, Dwango is tuming its 
attention to samurai and card games for Appii 


Publisher Hudson 
Miracle Quest is ona of 
a тап of Hudson tities 


Publisher: Fujitsu 


Mtemationa! Karate 


DOE i 


Fujtsu's Karate looks like 


Publisher: Disney 
Several Disney icons wil 
appear on ІМода screens 


Publisher: Cybird 
Logic puzzies on the go 
courtesy of Суб 
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Bowling and football without any of those nasty bits |! | 





A bul wrangler puns he shoulder into аот Ege 
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саа. Taking coin-ops by the homs 


UK: With coin-op manufacturers at ATEI attempting to outdo 
each other in terms of extravagant cabinets 
difficult to pick out 
Konami's Kick & Kick scored highly. The former combined the 
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у because its comespondent achieved the 


Edge's vote, if on 
iays fastest time — and in doing so fused the entire stand 


слез Colour (or b&w) Game Boy 


UK: Mintendo continues to fuel Game Boy sales with its 
nnovative publicity campaigns. Pho Ее students from 
ji the Game Boy 


ommunicate its mood. А С2,500 


around the country were asked to choose О 
=j ors and Beate an mace to ч 
first гкіге en cured man y a Drane entry аге vet more column 


nches to a format which hardly needs a new lease of life. The 
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finalists’ work was... interesting. Expect Nintendo's РН, Cake‏ 
J‏ 


Media, to come up with even more inventive methods of grabbing 
your attention come the Garne Boy Advance launch this June 


Soundbytes 


e tried to get a job in a fish- 

а factory — but | applied at 

ne wrong time of year" 
Matthew Smith reveals his fishy past to "Thumb Сагс, 


“It’s not quite as though this is General 
Motors saying we'll make BMWs, but 
it's the same kind of proposition. They 
may look like BMWs, but | doubt if 
леу Il drive like BMWs" 


5 John чо! nakes it obvious that 


hie ОБГ T генә compaing with Sega 


"Quite how having 40 years 
of electronic entertainment experience 
amounts to ‘starting from scratch’ 
escapes us, but at least it snows the 
notorious arrogance of EA" 
Anonymous Sega employee respond 


to Hicctiello's comments 


"Five years after | did it | was a washout; ten 
years after | did it | was history. It's coming 
up to 20 years now.. ren "т а gene 
Matthew Smith again, considering the affects of Manic Miner 


“We won't be able to get any user support 
if we continue to release games on the 
brink of missing release dates. Our major 
goals are centred around Christmas 
but the GameCube will fail if f 
interesting's released for it рег & 

Nintendo president Hroshi Yamaguchi articulat 
ipcanenthy newfound appreciation of delivering thir 


iss Ryo for real 


UK: What began as a casual observation upon meeting one of its 


readers eventuady compelled Edge to утар him for inclusion in 


E = i 
Sut There. The reason’? His resemblance to a certain Shenmue 
haracter, complete with full-on eyebrows and 'BUs-sthye bamet 


If Sega needs his services to promote the sequel, just call Edge. 


UK: The Super TV Boy lil's cheap plastic appearance belies a 

wealth of gameplay talent. Although dross exists among the 127 
tro games the all-in-one unit offers, Donkey Kong, Frogger, and 

Pital make up for the more risible offerings. Copyright sensitivities 


have resulted in the games recemina something of a makeover 
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асі, (he Empire Stnkes Back іп disquise i5 half the fun. 


£30 buys you this slice of Abit heaven from www.firebox.com 


US: The genesis of another PC FPS might not usually warrant 

in appearance іп Qut There, but Рапс Whipped is different 
Coming from the wart kn: imagination of one Lonnie Flickin ger an 
independent game designer with a taste for the weird, Pencil 
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AWW.maxminn.comvchiselhead/pw.html and get downloading 


UK: Developed by Alex Austin, Bndge Builder is an electronic 
version of those science lessons spent trying to span school 
desks with nothing more than three sheets of A4, some sticky 
tape, and a couple of paper clips. Although your bridge designs 
begin with minamialist economy, they will eventually need to 
DIOSSom into encneenng Inumpns across some of the more 

^h р па chasms. Al only 122K this addictive game can бе 


nioaded from the Edge Web site at www.edge-online.com 


- 22. i hnances 'Yasbn (€502m) 
седа Onginal estimated sales for the year 
ending March 31 2001: V320bn (£1.9bn) | seri 
3 FEMS ated sales for the same period: V260bn (E1.54bn) 
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2000; $6.5bn (£4.5bn) 
‚ 1999: $6.9bn (£4.8bn) 
2000: 91.4т 
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may be primitive, but it's a lot scarier than Alice 





An Edge reader does a videogame Alistair McGowan 
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and gets a colour alteration via the Super TV Boy III 
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чк: Back in issue 90 Edge reported that ‘Thumb Candy: A 


andy. 
Brief History Of Videogames’, was to be broadcast on Channel 





wu | : at the end of October. It disappeared without a trace, only to 
Ї!! / Steve Russell's Space a resurface on niche 


в digital channel E4 this February. Why this 


040 even Digital PDP-1 computer. Cheap at $120,000 | happened remains a mystery, beca 
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ШИ shouting: “You're rubbish!" after beating Space invaders creator 
| Tomohiro Nis Mikado at his own game didn t really grate 
| standout moments included Al Alcor removing the back 
from his original Pang machine to reveal its sophisticated innards: 


a ТУ set and bread tin to catch the quarters. Matthew Smith (of 
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ШИ Manic Miner fame) also made a rare appearance and invited the 
ІШІШ fim i / into his bedroom. Seventeen years out of the limelight 
ШЕҢ nad clearh made the elusive Speccy coder a bit giddy - or 
ПР: | perhaps his eccentric behaviour was a result of spending too 
UTHTE thy НР 2M | rr ah Firma iria Merrni miee thae rraga? ЕД an March 17 
ыы). ЇГ | gland. Do ss the rec ла 
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Back in 78, 'Disco Кузде was the dance foor | ИН | M Alcor was ойу too pleased to show off his baby | 
craze of choice among Tokyo's hippest с ШШ 0 | Most decline the invite to check out his garage Pong! | ; 
ШІШШШ ШІП ЛІП ШИШ! UK: PC gamers may want to look away now - unless they 
! ! | ШИШ ШИ | nl 1!  И 00 | | ҮІ 1! 11) [| have £70 to spare, The sublimely designed Razer mouse comes 
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ШИН ШҮҮ 1! ШиИИНШИИН !! from ‘professional cyber-athletes . Just to prove how superhard 
! НИИ the репрпега is, Hazer sent а scorched, warped Logitech mouse 
| 
| ІІ ў шіге 3 DO ot to ПЕН ine launch cl te ren nro ct Edge 
| | eager awaits the next round in the controlling device wars 


cass The fall of the freebie 


UK: Not all the freebies that anive at the Edge office require 
lenghty product testing (a pair of purple 'Y-lronts from a long- 








1! ІН forgotten publicity drive e have still failed to find a taker among the 

ЮМ НІП team), This month's rejects include the PSA Parts Off- Tabla Ring 

1!!! Jii Mouse (which is as useless as it sounds) and Konami s Shadow 
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Talkback Productions 


"Thumb Candy" producer proves that TV land can handle videogames 
Bedroom coding 
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ШИН ШШ НАДН 


Jeff Minter's work shows that seclusion can still foster greatness 
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The pitiful state of PC gaming 


Can Black х ИЙГЛ yhp really ti m т anu ned? Агт ТЭГ next rmnonth 
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Publishers slamming Sony for letting them down 
Hi ШИНИ ИИ 1145 5 affer jumping aboard what (hey perceived as a casn cow 
The Logitechi comes off worst || || Two devices to make it into the office this month (ИТИ The second, clumsy wave of Arnie call hoaxes 
| vary Own versior bot Ware’ 111117 prove that not Шиний ial 
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How private are your emails from prying eyes? In 1969 James 
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Author: Steven Levy 


Hiis, а cryptographer working for the ШКБ top-secret General 
Communications Headquarters (ОСНО), devised a system f ry > STEVEN 
encoding messages that has now become tne de facto SOS | 5 | LEVY: 


of ecommerce, and underpins the security and privacy of alm. 
ай digita communication. Elis invented public-key encrypton, 


a way for individuals to communicate privately (immune to 





eavesdroppers) without having to pre-arrange a secret key 
ыг м Са РЫ MOODY 


ode 


to unlock their encoded messages. ІІІ н 

Unfortunately, his supenors at GCHQ weren't convinced | | rebel 

of its safety and decided to shelve the project, in so doing ШШЕН 

relegating Ellis's part in this book, a contemporary history ШИШ! 
of cryptography, to a mere appendix. 

instead, 'Crypto' is an Атепсап-сепігіс tome that 
teils the tale of how a few paranoid radicals, mathematics 
Geniuses, and visionary technocrats reinvented this ingeniously 
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simple to use, yet devilishly difficult to break, system for 

Keeping messages secret = 
Levy writes with breathtaking pace, drawing | 5 

together the best elements of a political thriller, first-hand НП | 5 

documentary and popular science, and whips them into т 

а veritable feast for the mind | 5 
His protagonists are the singleminded, bold, and foolhardy 3 

academics and businessmen who took on the American | 
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equivalent to GCHO, the Kafka-esque National Security Agency, ШИ 
and forced them to accept a new era in cryptography. To wit, ШІН LLL НИ ИШИГ 
militany-strength encryption is now available to ай ШЇНИН "ШИИ 


Ал epic account of how a disparate group of 
modenmn-day brainiac radicals fought one of the most || 
powerful institutions in the world and — it would seem — won 


Rebel Code 
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incirema, the new open-source console, will have a hard 
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time surviving the imminent console wars between Microsoft, 
Nintendo, and Sony. But if its creators can be at all justified for 
this bold move to break with game-development tradition, then 
it is in the unmitigated success of Linux – the open-source 


Ни 
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operating system that's caught giants like Microsoft completely 


off guard and rests а! the heart of indrema. ШИИДЕ м “The Electric Playground | | 


in 1991 Linus Torvalds, then 21 years old, began creating UAL: www elecplay.com 


Linux in his spare time to make one of the most Successtul 





operating systems of his day, UNIX, available on a PC. He 
pasted his hall-baked code on the Web and encouraged others 
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ze Met eie of Tre | | 
ти!!! | FACTORY 
to һер with the project. Thousands of eager programmers | I. 
jumped to his аю, and very quickly a development community 11111: МЕЙ ав "Thumb Cang’ goes some way towards fi | | ү! 
sprang up - Ed by the 'benevolent dictator’ Torvaids - PE maln: up for the legacy. of crappy videogame- | Ш м | Aciverteanment 
to further develop Linux as a free, home-grown alternative seated TV реоните in this country, American ҮШ 
OS which now rivals Windows 2000 in the server market | НИ е company Elecplay.com Productions continues to 1!!! Japan: | Its not often games centred on the activity 
In “Rebel Code’ Moody chronicles the history of Linux 1! | serve. US viewers with à surprisingly palatable | of Cooking Teaturas within thase pages, but if 
and delves into the minutiae of the open-source movement, its | Welevisual package in the form ct ' EPTV'. Unavailable. | there's апу place suited to showcasing them 
Successes, and its failures. Though open source is an invaluable ! 1211. te viewers this side of the Atlantic, the company has | пена алеу 898), їз AENEntainment, 
way to turn a good idea into a working product for the technically iili gome up with a solution ма its Web ste, which | 27) Voiceover: “Ев the last party of the century" 
savvy, it also has its limitations in that - as Moody shows - to || allows users to Consume the show in QuickTime а: “This is а game based on cuisine” 
get into the mainstream, business must get involved. 11111 format Yes, the window's small, and presenter | 07 Yes, and йв a totally new boardgame” 
аный indrema developers and open-source monkeys | Tommy Talarico slips into Calformian-dude mode | | DA, "Tenia no Restaurant" 
should read this book as both an inspiration and a warning ji H | too often for согтол, but "EPTV' shows rams Т "Let's try it, my friends” 
of what open source is, and is not, capable of. ЇЇ |, of game footage, speaks to creatives behind the ос "Меса Factory" 
1 scenes, and has a budget that'd make Ван! blush, | ІІ 





rom this attendee's perspective, 2001's АТЫ 

іг" was an unusual beast to get your head 
| around. АТЕ% past have always thrown up 
moments of note (а non-badge holder being beaten 
into submission by security staff despite his drunken 
this is not the place for a traditional videogame 
journo on the lookout for content worth writing about. 

To coin a cliché, RedEye's encounters with 
from the sublime ("Oh, you're not from an industry 
trade mag? What, and you want to write about this 
in a consumer publication? Okay! What do you want 
to see? Who do you want to talk to? Can | get you 
anything to dnnk?") to the ridiculous (I'm sorry, what 
is it you want? Wel, maybe if you leave your 
business card | can get someone to get in touch 
with you after the event. .."). If you weren't a grizzled 


something for free, they just can't get enough of it 
(legend telis of the guy who, with his one last wish, 
decided that it would be to have an infinite number 
of extra wishes). RedEye had got wind of Midway's 
Arctic Thunder by this point, hearing that it was one 
of the more impressive games of the show, but, alas, 
found it teeming with guys in their early 405 behaving 
like spoilt children on а day out to McDonald's (but 
then some would argue that that's the beauty of 
videogames - they are great levellers). RedEye stood 
nine games in a row. Perhaps Midway's seat vibration 
prostate problems. It remained a mystery. It also 
meant another wasted three quarters of an hour. 
By this time it was one с’ clock, and a 

sustenance mission was Clearly in order. Earls Court 
is home to a Pret A Manger outiet, and a roast beef 


Commentary from inside the videoaan 


table manufacturers and coin-slot mechanism 
engineering companies, a selection of much mole 
modest e-entertainment endeavours could be 
found. It wasn't long before RedEye was indulging in 
a spot of Simpsons Bowling (you line up Homer, 
Krusty or whomever, then let your ball fly by spinning 
а trackball — surprisingly fun), Big Buck Hunter (a 
with pump-action shotgun), and Turkey Hunting 
USA (more lightgun action which pretty much does 
what it says on the tin). No queues existed around 
an unusual 'Photo-Me'-style booth which allowed 
users to have their photos taken, the results of which 
were printed out in the form of a London postcard 
let's be honest, what trip to ATEI is complete without 
a postcard bearing an image of your own face? Just 





соғ-ор industry veteran, it seemed, then you 
may as well have been invisible. 

Acquiring press materials may have been a 
challenge in itself, but sampling the vanous new 
arcade titles on offer also proved a tiresome 
endeavour. Perhaps the busiest attraction at ATEI 
was Sega's Naomi 2-powered Club Kart, which was 
presented in an arrangement of four linked cabinets. 
of them decided to give up the ghost, much to the 
bewilderment of a succession of Sega engineers, 
who proceeded to open a service panel and poke 
around inside, to no avail. Which left RedEye's 
chances of getting to play Club Kart diminished by 
25 per cent. After 45 minutes of hanging around, 
it was time to give up and move on. Maybe things 
would quieten down later in the day. 
hall was on freeplay, which was the source of the 


sandwich looked a fair bet. The price of these 
summed up just how tiresome ATEI could be. 

The cost of two slices of bread, a couple of slices of 
beef, plus what appeared to be a smattering of 
horseradish sauce? £3.16. Actually, the expense 


as RedEye prepared to step into the booth, 
to five minutes. With these two particularly vain 
stallions, however, the process took at least twice 


Acquiring press materials may have been a challenge in itself, 
but sampling the various new arcade titles also proved tiresome 


isn't the issue, it's the exact amount — that 16p on 
is to further the sandwich chain's reputation as a 
company that does things a little differently, 
the sweaty hubbub of Earl's Court it wasn't so much 
different as just another pain in the rump. 
Clearly, it was time to venture away from the 
glitzier stands on offer from the likes of Konami and 
into the periphery of ATEI, where smaller hardware 


€DGE 735 


that thanks to them not being happy with the preview 
upon. RedEye's legendary patience began to crack. 
It was not a good day for snacking. Nor for 
even at 5pm, the Club Kart machines were stil 
clogged. RedEye will be staying at home next year. 
RedEye is a veteran videogame journalist. His 
views do not necessarily coincide with Edge's 
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' here is one design aspect above 

d all others that can sink an otherwise 
be astonishing, the architecture beautiful, the Al 
fearsome — but if the player is forced to negotiate 
a bad control system, all that is next to worthless. 

Control systems — or HCls (human-computer 
interfaces) - can be bad in two major ways: they can 
be simply clunky, or actually illogical. Shenmue's 
manages to be both at once, Character movement 
is assigned to the D-pad in the 'rotate/walk forward” 


paradigm familiar from Tomb Raider, Resident Evil et 


al. This is an elderly system that the N64's analogue 
on, to relegate the Drearncast's analogue stick to 
the secondary function of ‘look’ is nuts. 

But Shenmue's control system is actually 
illogical as well. There is a good reason for the 
rotate/walk system in the early Tomb Raider games, 


which is that success depends critically on very 
Yet no such acrobatic negotiation of SD spaces is 
required in Shenmue, so there's simply no excuse. 
Another way in which control systems can be 
logical is in a structural mismatch of physical action 
to virtual action. In the Dreamcast port of Quake ll 
Arena, for instance, it makes sense to assign 
looking and turning to the analogue stick, because 
manipulating a joystick is a good structural analogy 
to moving your head around in the virtual space. 
But you're then required to use buttons to run and 
strafe, which is a bad method of controlling human 
movement. We do not always run in the direction 
our heads are pointing; nor do we restrict our 
movements to two axes on a plane according to the 
direction we are facing in. GoldenEye and Perfect 
Dark get around this to a degree by offering an ‘aim’ 
Now, you'll tell me that it doesn't really matter, 
as anyone who is serious about playing Quake ill on 
Dreamcast will buy a keyboard and mouse. To me, 
that's a fabulously regressive argument. Keyboarci/ 


mouse control only came about in the first place 
owing to the dearth of standardised PC peripherals: 
it is a method of (misusing hardware that was never 
designed to act as a garne-input device. It is 
currently the most efficient НСІ for FPS tities - yet 
that's not cybernetic justice, It's not because It is a 
were coded with that flawed HCI in mind. 

Yes, | am arguing that keyboard and mouse 
is aesthetically inferior to joystick control for FPS 
games. Partly because, as with Quake il, simple 
binary button-pressing is an inappropriate system 
for movernent, and also because of another, more 
serious, structural incoherency. Trying to aim a gun 
in real йе is not a matter of ‘pointing’; it requires 
you to direct the gun and use small corrective 
movements to ensure that the barrel is aligned 
control is much better approximated by the use 


with the gun and using a button to call up the sniper 
can only assume that it was fear of the hystencal 
anti-videogame lobby in the LIS that prevented it. 

The corollary to these arguments about poor 
interfaces is the fact that new sorts of HCI open 
up new gameplay possibilities. That is why Shigeru 
Miyamoto decided that Mario 64 required a (literally) 
now is that НСІ development might be stagnating. 
Sony copied Nintendo's analogue stick, but at least 
they added a second опе, Creative twin-analogue 
systems have only been tred in very few games - 
brilltantly inventive Ape Escape on the other. But it 
is disappointing that Nintendo and Microsoft have 
opted for Dual Shock clones for their new systems. 

One ray of hope was provided at last year's 
ECTS when Sony had a concept stand 
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of a joystick than with a mouse, The mouse- 
controlled reticule privileges no part of the space 
over any other and requires no more effort to target 
an enemy half а screen away than one who is a 
mere half-degree off the centre of your visual field. 
So, mouse aiming is far easier than aiming with 
a stick. And to compensate, PC-based FPS games 








emonstrating the use of giant foam peripherals, 
such as swords, whose movements were 
interpreted by а simple USB webcam and translated 
into the movements of a virtual sword on screen. 
This is one way in which good HCls can also open 
up new markets. The clunky control of Shenmue is 
an instant barrier to the game's merits for someone 


Control systems can be bad in two major ways: they can be simply 
clunky, or actually illogical. Shenmue's manages to be both at once 


are made artificially more difficult in other ways. 
Of course, the maniacally swift movement, 1080° 
are highly entertaining in themselves, but in terms of 








When aiming is more difficult, hitting the target 
becomes that much more satistying and enjoyable. 
To add another example, if Dreamcast Silent 
Scope is played with the mouse, it becomes stupidly 
easy compared to the directional joypad control. But 

decision in the first place when there exists a 


But Samba de Amigo is a great hit at parties, with 
non-garners as well as gamers, because the 
interface is so wonderfully, instantaneously attractive. 
it seems that а Game's control method is often only 
finalised in the relatively late stages of development. 
But to be truly great — and this is as true of Asteroids 
or Robotron as it is of Samba de Amigo or Time 
Splitters — videogames need to be built around 

a well-conceived interface from the start, 


Steven Poole is the author of ‘Tigger Happy: 


The Inner Life of Videogames’ (Fourth Estate). 
Email: tighap@hotmail.com 
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his month I'd like to talk about the state 
| of the industry. | guess ай of the talk of 


‘next-generation consoles’ will die down 
soon, but it's interesting to consider these pieces 
of hardware from a development perspective 

As you know, ‘next generation console 
means PS2, XBox and Game Cube. But which 
one of them will take the lead? Which hardware 
manufacturer will dominate the industry this time 
around? This is what people are thinking about, 
but | believe this way of thinking is about to fade. 
Does ‘fade’ sound strange? Wei, | just mean that 
established concepts, such as Which console wil 
sel and which one wil fall?’ are now becoming 
completely irrelevant, 

What is a console? It's something which works 
when linked to a TV set. That will not change. In the 
same way, popular titles — the best-selling titles - 
developed for specific hardware, the so-called 


‘exclusive’ titles, wil still exist, and that wil not 
Change in the future - Final Fantasy wil appear 
on the XBox channel, Dragon Quest on the PS 
channel, or Mano on the GameCube channel, 
But this cannot be a longterm solution for game 
makers, In order to sell the maximum number of 
copies of any game, the multiptattorm solution is 
becoming vital, which will make the concept of 
the 'exclusive' tite fade away. 

We're at a time when the difference between 
consoles is not as radical as it once was — there is 
now less concem about what can be done on one 
piece of hardware that cannot be done on another. 

Let's look at Sony, Microsoft, and Nintendo. 
They have particular things in common: they are 
big, and their brands are famous worldwide. Now, 
one of the concems among Gamers is that gare 
money. So what matters to these people is that they 
know which games wil be available on which 
platforms. And that's quite easy to ascertain. So, 
ultimately the given hardware does not matter — it's 
the software that does. It's an obvious point, but one 
that can hurt garne developers. 


With a multiplatform strategy, developers are 
forced to closely study each piece of hardware, 
which takes a lot of time. It seems that there are 
талу solutions to this, but it is not that simple in 
reality. | think there is only one immediate answer: 
if a developer wants to develop a game on several 
platforms, it has to reduce the number of titles it 
develops. | think this is going to be the key. 

CPU, middleware, and library developments are 
all important elements of a game project, but they 
cannot be handled by a single team any longer. In 
this sense, it looks like it will be necessary to have 
many teams targeted to particular platforms. In 
direct consequence, the number of titles being 
produced wi drop. | don't see any other way. 

If a game maker decides to release a title on 
three platforms, the development cost could 
increase by three times, and that would not be a 
good business model. So development costs have 
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to be lowered and controled. On the graphics 
side, a problem will emerge concerning geometry, 
@ements have to be carefully taken into account in 
order that textures, for example, can fit perfectly. 
Now, the use of a library helps in saving precious 


from Sony, Microsoft, or Nintendo, but | believe it will 

certainly help developers to choose which consdle 

to develop for, in accordance with the value of the 

something very new. But I think there will only be 
That's enough taik about the state of the 

industry for one month, Let's have a look at 

what's going to be the real hit console. | believe 

it will come from the handheld market. More 

specifically, it will cartainty be the Game Boy 

no loss of quality, using this It is possible to do 

that!" or “In this situation, | can use the console ike 

this" — these are a few examples of the wonderful 

potential of GBA hardware. It has more power than 

its predecessors, of course, but Game Boy became 

Game Boy Color, and then Game Boy Advance — 

the product concept and its image has evolved in 


Toshihiro Nagoshi, president, Amusement Visior 





a totally natural way. And with such a natural 
evolution, there are fewer barriers standing in 

the way of customers – they do not face a sharp 
revolution or change. This evolution affects the 
mobile phone business, too, with carefully designed 
extensions enriching consoles and boosting sales of 


You can ask people to work three times harder, but game 
programmers are already working twice as hard as anyone 


lime, even if it is not always very easy, but it can 
make things more complicated for programmers. | 
know the unified use of the C language has been a 
great help, but if you want to make something better 
than your competitors, you need to tum to 
assembler. This will automatically slow down any 
conversion to another platform, and that will affect 
do? Well, you can ask people to work three times 
harder, but game programmers are already working 
twice as hard as anyone. They cannot work more 
than they do. So the importance of tha libraries will 
become even more prominent. 

| don't know yet how much support is available 


EDGE по: 


mobiles. Many children do not have a mobile 
phone, but that could change very soon as more 
kids will say, “For my birthday this year, | would like 
an Advance and a mobile phone!" Even if kids do 
not have a phone, they still can use their parents’ 
mobile in order to download content into their 
previous models’ Games. It's ight, slim — this 
system has great potentials and qualities. Sorry. 

| may be praising this console too much, but there 
is no doubt it will sell a lot. | want one. Now. 





Toshihiro Nagoshi is president of Amusement 
Vision, formerly Sega subsidiary Soft RED #4 
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“fve got stuffi in my head which: | really, really want to ао: 
Tean, see it running in my head, and therejsn’t quite enough. 
power gs doi кал there may Well 22-21 short 
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or most of his illustrious career spanning back to the 
F very early "В0в, the decidedly likable Jeff Minter has 
worked on his own, creating electronic entertainment that 
displays a violent aversion towards reality, Founder of 
Liamasoft, Minter's game titles have historically been at 
least as intriguing as the games themselves. From Headbanger's 
Heaven to Metagalactic Llamas: Battle At The Edge Of Time, via 
Attack Of The Mutant Camels, Trip-A- Tron, and Liarnatron, his 
creations have (at least) graced the Commodore VIC-20 
Spectrum, C64, ST, Amiga, Jaguar, and now Nuon, 

“| personally don't go for realism at all, my interest is in 
working in the abstract,” he says. “I'm much more interested 
in exploring abstract graphic spaces that you wouldn't be able 
to see without these machines to render them. And | want to 
place my carnes in se spaces. [hats what Тетрезї is like. 

| love the freedom that that gives you." 

Tempest, or rather Tempest 2000 — Minter's redevelopment of 
Dave Theurer's 1981 coin-op — marks the high point of the coders 
nvolvernent with Atan and the company’s ultimately unsuccesstul 
Jaguar endeavour. After parting from was left of this former US 
videogaming giant, Minter got involved with VM Labs and the 
development of the Nuon technology (see p54) 

After three years in the land of the free, Minter returned 
to Wales. Still employed by VM Labs, but now surrounded by 
seven hectares of the countryside he missed so much, he has 
spent the last two years coding Tempest 3000 (see p73) 

The remoteness appears to suit him. 

"It's what I've always done, | enjoy it. | can work my 
own hours and | don't have to do this horrible thing which 
people have to do when they design a game these days - 
predefine every detail, storyboard and that kind of thing. Not 
only is that a pain in the arse, but it stifles creativity. The way 
| work is that sometimes l'Il be just be playing about with the 
machine and come up with some cool new effect and think 
1 could use that in the game’. And if you're locked down to 
this specific design where there's no flexibility in it, then you 
can't exploit those little discoveries you make along the way." 

Predictably, then, Minter's development process is uncommonly 
liberated compared to standards elsewhere in the industry 

‘| start with a good overview of what | want the game to be 
like and then, as Î work on it, | refine it and sometimes find new 
chunks of gameplay come into it just by messing with some 

technique. | like to be able to do that. | don t think | would work 
particularty well in the way in which it seems to be done now 
where it's all specced out first, and then just handed off to a 
bunch of coders.” 

Give him another 12 months or so, and another game will 

те out of Wales, But this time, rather than a remake, Minter 
5 it's time for something completely original again 
t stuff in my head which | really, really want to do. 


| can see it running in my head, and there isn't quite enough power 


yet to do it, but there may well be fairly shortly. Again, it's abstract 
ideas, in a way bringing together the idea of videogaming and the 
idea of VLM [Virtual Light Machine}. It would still be goal oriented 
but... it's just the amalgamation of those two things - 
videogame and VLM... it's hard to explain, I'll have to do it." 

No doubt he will 





EUdOSS most wanted 


Galleon 

Toby Gard's theories on animation ava orntiy өвсөө 
to whet Edges appetite for his eweshbuoidinm 
pirate adventure. Release іа scheduled tor Сы 











а 
а. | 
® 
i= 
& | 
Virtua Fighter 4 
negenjed by many а5 the true veter of the Deal 'am | 
Wrens, the Virtua Agitar senes в comno fo the 
E] 
ACE And then the homa consoles will СУУ. г 
01 
È 
Ia 
y 
8 
Lotus Challenge 
GES may 8-8 joy tà play, but On салтет tarti Л 
ponang ithe of the pening stractune That КОШЕ 
rece would appear ta be ching fro ofer Te: жопа. | 
c 
— — ++ '@ 
; | Ё2| 3 
Castlevania Advance 
Aher fé ciseppontng 3D otim for he капса 
тк? appeared on the МА, g welbome mtm 1б 
hwo йт wil орау henad а return in form. ІШ 
Е 
- 
О 
x 
с? | 








incoming electronic entertainment from across the globe 


Walk this way 


Or: the boredom of virtual rambling 


uy a driving game and you can easily obtain a steering 
wheel ta enhance the experience. Similarly, many other 
videogame activities are sold on the fact that peripherals 
can bring gamers closer to the real-life equivalent: maracas. 
for Samba de Amigo, skateboard devices for Tony Hawk's, 
even fishing reels for catching virtual tuna, Strange then 
that a peripheral hasn't bean developed for the activity 
which gamers must all participate in the most — rambling. 
Force gamers on to treadmills and designers would soon 
have to rethink the way they structure their games. It's not the 
exertion which would be offputting — although exercise and 
videogaming rarely appear in the same sentence ~ but the 
mindless wandering which seems to be а key component 
in зо many games. The opportunity to explore an open 
world із something to be cherished, but only when 
асан are clearly defined. 
Legend Of Zelda: Ocarina Of Time achieves this 
balance by presenting a word which gradually opens up 
из the player collects items and clues. The illusion of freedom 
is superbly engineered, but actually Hyrule's green fields, 
has the choice to investigate the whole map. Most don't 
bother, but having that choice is Important, nevertheless. 
Soul Reaver by contrast 15 a game, which, for all its 
merits, expects the player to wander endlessly around 
searching for new areas to explore. Portals can whisk the 
player around the title's labyrinthine underworld, but the 
uniform colouration of many locations only serva to confuse 
and confound. A glyph conjuring up a trail of bread crumbs 
may have been а more practical addition to Haziel's spell list, 
Some games seam to positively invite the tag of ‘walking 
simulator’, Project (G's insistence on realworld physics went 
te ridiculous lengths. True, you could survey an enemy 
compound from a distant hill to plan your way іп, but walking 
tha huge distance towards the enemy base every time the 
game restarted was ludicrous. Creating a save point near 
to your selected entry place may have broken the ‘reahworid’ 
spell, but it would авс have improved the game no end. 
Designers creating surreal or magical worlds really have 
no excuse for forcing the player into backtracking hell. Edge 
hopes that Evil Twin (below) will employ some suitable 
device to reduce treadmill tedium 
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Delayed but not forgotten, Polyphony Digital’s first 128bit racer is confined 
to the garage a little longer while the final engine tweaks are executed 






















Originally due far the PS2 March 4 launch in 
Japan, GT2000 (as її was than named) has 
since undergonde various postponerments 
and a name change: 

Gran Turismo 8 A-spec; Inen, features 
150 cars, of which 138 һауа béen roani 
tested before - Honda NSX Mazda RX-7 ; 
Mitsubishi Lancer Evo VI fearboat; the Tommi 
Makinen Edition is also included), Nissan 


Ши тҥр 1! кщн а: thas. been’e long road for the third 
Т nmi ини 1 А, l 
ca, Ms Ж MM CR їр ! | instalment of the most successful 
Т mn RN | Баш ! А | PlayStation racirig franchise ever. 
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At this stage, the refined Налойпа is perhaps best 


R390 СТІ, Toyota GT-One, Ford Mustang, — experienced during the game's rally sections, with 
Aston Martin DBT, Lotus Elise, Renault Clio cars behaving remarkably'as you'd expect them to 
Sport V6, TVA Speed 12, and so оп. 5, 

Polyphony has removed most of the emaning dozen are presumably naw to the 
mundane hatchbacks and saloons found GT garage and will be revealed on release. 
lumbering on previous versions, апо ‘Morthinteresting is the announcement 
understandably concentrated solely on the that the.game enables up to thread PSAs to 


be linked together tor up to sixplayer 
simultansous.aotion. The link feature had 
been explored tor Gian Turismo 2, but the’. 
drain on the PlayStatian’s chipset made its 
inclusion impossible: afd players Wishingto г 
take on the most адуалте form ot AL had to 
make do with the splitscreen option. 

Edge hasn't been ablato test this new 
feature yet, but preview code materialised and 
was duly rigorously inspected. The disc 
includes three playable tracks (Trial Mountain, 
Seattle, Smokey Mountain South) and three 
vehicles (Castrol Supra GT, Honda 52000, 
Subaru Impreza WAC). 

The handling has been refined and 
therefore continues to be wondrous. Theres a 
level of delicacy resulting from a fundamental 
understanding of playability that is simply 
missing from the maiority of current racing 
games. The sound, too, is standard-setting. 
The graphical quality is also excellent = the 
dust effect during the rally sections is superbh, 
conveyed ~ with some masterul handling of 
the lighting clearly evident. Extremely well 
implemented, too, is the Dual Shock feature, 
which (particularly on a rally track) 
continuously relays information on the road 
surface very much in the manner a real 
steering wheel does, accurately painting a 
picture of what the tyres are up to. 

However, there are niggies. Despite the 
massive visual enhancement, it's still 
disappointing to note that tyre marks are 
missing, regardless of how sideways you 
decide to take a bend. And then there's the 
fact that very little of Gran Tunsmo 3 is likely tr 
be all-new — unless fresh features (structural 


top layer of the performance scale. The 


The graphical detall on the varied vehicle selection 
could easily set a new standard for PS2 racing titles 
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Force Feeding 


Developed specilically with GTI in mind, the full 


шлан LBD Whine setup ік a true оге Венн аск 





трн z, Wiooers who bolhoed to queues up 4 | € : 
fora spin. Expect Edge's report once GT3is out | The Rome course la one of the 15 promised for the game. While 13 of those should be familiar to GT or otherwise) have been included. But 
veterans, the last two = Monte Carlo and Tokyo (above right) circuits = are new additions to the series that will be apparent soon enough. 
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The Moon Proect 


Topware Interactive flies you to the moon and lets you play 
among the stars іп a sequel to the successful Earth 2150 


ven The Moon Project press 
release acknowledges that the 
HTS genre is stagnant, but given 
that it's one of the few types of game sure 
to generate heavy sales among PG genre 
zealots, it isn't surprising that so many 
developers continue to work within its 
imitations. Perhaps that's a litte unfair on 
Topware, since the developer is something 
of specialist in this field, and has four other 
strategy titles in development for release this 
year alone, Naturally, each offers a slightly 
different spin on the overused abbreviation — 
there's the RPG RTS with Two Worlds, or the 
hardcore RTS in the realism-based World War 
3. This, though, is the one most of the unit- 
shifting fans of shifting units will be waiting for. 
Тһе arrival of The Moon Project's 
predecessor, Earth 2150, introduced 
realistic curved terrain to a genre 
dominated by the pseudo-3D battlefields 
of Command & Conquer. Those disillusioned 
бу Westwood's sequel-as-update Tiberian 
Sun suddenly found themselves in love with 
the genre all over again; whether The Moon 
Project will attract a similar amount of 
attention is still open to question. This is а 
sequel played straight, to the extent that it 
actually covers the sarne futuristic conflict as 
the previous title. This time the battle between 
the Lunar Corporation and the United Civilised 
States takes place on - yes - the moon, 





where the Corporation is working on 
a ‘Project Sunlight’. The results af the 
experiment, which become apparent 

part way through the conflict, force 

both sides to change tactics. 

That's the twist, but elsewhere things 
seen reasonably static. There are updated 
units, structures, and maps, along with the 
expected range of new special effects and 
strateay-altering disasters. The RTS vogue 
for unit recycling is now an option for those 
who find themselves regularly changing their 
mind and their strategy, and an extensive 
range of new multiplayer maps and missions 
looks set to please those who'd rather kill 
their friends than their PC. 

Intriguingly, The Moon Project also 
comes with its own script language, which 
promises to enable the player to design their 
own story campaigns and configure each unit 
type to their own specifications. Textures, too, 
can be imported, meaning that — in theory at 
least — budding level designers needn't be 
constncted thematically. It's a move clearly 
designed to attract the mod-making 
community to the game, and this may 
be enough to offset the game's non- 
progressive nature. The Moon Projects 
level of success may well depend on 
how well the PC community adapts 
to the challenge of building around 
craters, rather than with crates. 


A glance at the screenshots should be enough to steady the nerves of traditional ATS fans. All the usual 
elements are here = the micro map, the individual unit health indicators, and the suitably satisfying explosions 








Format: PC 

Publisher: Games Studios 
Developer: Topware Interactive 
Origin: Germany 

Release April 
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This being tha moon, it's safe to say The Moon 
Project isn't one of the most spectacularly hued 
games around. Still, budding artists will be able to 
retexture the surface into something more colourful 





Format: Coin-op 
Pubishe Capcom 
Developer Cave 
Ongin: Japan 
Release: March (Japan) TBC (UK) 


Remember having to make your way along the television screen from left to 
right, avoiding enemy fire while shooting everything in sight? Capcom does 


| i Ё f m / 07) = hough momentarily forgotten, 2D 
40 , dip. shoot 'em ups are undergoing 
Ш 3. something of a resurgence in 
popularity at the moment. They һауе 
remained popular in Japan, of course, 
but widespread support for the genre in 
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ет up specimens). Seemingly overnight, 
2D wasn't welcome any more. 

Developed by diminutive outfit Cave, 
Progear retains a pleasing traditional 
approach, while also including a few 
twists of its own. Two aeroplanes, the 
Gambler and the Militant, are up for selection, 
each with its own shooting characterislics - 
vulcan cannon or spread shot (wider range, 
but weaker) - and just two buttons occupy 
your digits - shot and bomb/special move. 
Interestingly, it's possible to switch between 
fire modes by altering the way you press the 
shot button. So you can switch to Fighter 
mode (higher firepower), Gunner mode 
(weaker but with auto-lock function), or 
a third mode that has yet to be revealed. 

Naturally, a 2D shooter wouldn't be 
complete without hundreds of enemies or 
а generous amount of bonus items to collect, 
and in this aréa Progear doesn't disappoint 
Collecting these not only reinforces weaponry, 
but also add new features to your aircraft. 

Nothing revolutionary, then, but 
potentially very enjoyable — if traditional — 
stuff. But then the instant gratification 
offered by 2D shooters is likely to 
ensure they'll be around for a while yet. 










CLL TTIE F 1 
Е Ё 


Rather than overcomplicate the controls, developer 
Cave has opted for a straightforward two-button 
approach which should leave more brain matter to focus 
on dealing with the typical 2D shooter stumbling block 
of a screen littered with enemy projectiles to avoid 


Trade 


Nintendo * Sega * Sony + Retro • DVD 


itwww.consoletrader.com 


Auction Buy .— Cheats Screenshots Sega : Retro 


Format: Coin-op 


Publisher Capcom 
| i | | AX Developer. Inhouse 
' | | d 8 Л w Origin: Japan 





Release. Out now (Japan) TBC (UK) 


Capcom delivers another unusually uninspired Street Fighter update, whose saving grace 
currently looks to be a VMS transfer whereby homegrown fighters can take to the arcades 





nyone expecting a complete revamp of the Street 
/^. | Fighter dynamic will, naturally, be disappointed, That 
___| isn't Capcom's style: a few characters here, a few 
special moves there, and everyone's happy. 

Street Fighter Zero Ill is essentially the Dreamcast version ported to 
Naomi GD-ROM, which is handy for arcade owners wishing for a new 
crowd-puller on the cheap, but less thrilling for the crowds themselves. 

In update terms, Gulle makes a reappearance, as do three other 
faces from Super Street Fighter I| ~ martial arts expert Fei Long, 
Jamaican kickboxing superstar DJ, and the Zangief-like American 
Indian T. Hawk. M. Bison's back under player control as well, along 
with the other characters only available for 
computer selection in the earlier versions of 
Zero Ill, including Juni, Yuri, and “Special’ Ryu. 

Perhaps the most exciting element here 
is that a VMS slot in the coin-op will enable 
the import of characters from the DC version 
ISM, a system that enables the editing of | gp——— MÀ ست‎ 
special moves, should also serve to produce 1 | 
some a more homegrown feel to the brawts. 

Fun, but Capcom's development policy 
Б uninspiring. While this may be a good way 
of making Money, the Street Fighter 
franchise seems to be losing its edge. 
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Ryu masters will be able to renew old acquaintances 
with adversaries like Akuma, but will also have the 
chance to battle as Bison. The ability to select your 
fighting style before the battle remains, as do the super 
special moves, reinforcing the oft-visited Zero/Alpha style 









Format: РС 

Publisher. Rockstar Games 
Dewaloper Croteam 
Origin: Croatia 
Release; Q2 2001 





Croatian developer Croteam clearly means business with this firstperson shooter, which 
makes up for what it lacks in brains with brawn enough to satisfy even the most aggressive 


enemies whose inspiration could have come tram the 
_____] sketchpad of a child with a particularly warped imagination, 
Serious Sam doesn't appear to have much going for it. Step into Its 
lavishly rendered world. however, and things begin look up 

Using its own 'Senous' 3D engine, Croatian developer Croteam is 
returning to firstperson shooter roots with Sam. Exchanges between 
yourself and the other characters are never verbal, being conducted 
instead by sheer firepower, although Sam himself occasionally grunts 
the odd remark, Duke Nukem-style, such as: “It was а trap! And traps 
punctuate the entire gaming experience: collecting just about anything 
of real value sees the instant generation of 
enemies bent on taking you down 

Sam owes a serious debt to Doom, 
then, but although in many respects it is a 
retrogressive step for the FPS (it's more or 
less an Amie flick to Deus Ex's ‘Mission 
Impossible"), the preview version Edge has 
played at some length proves strangely 
compelling nevertheless. 

This is no-nonsense gaming - a pure 
test of kill or be killed - delivered with a 
healthy dose of technical finesse, 

Expect a review next month. 


n the face of it, with its daft monicker and a selection of 
Ч || 



















The weapon set doesn't appear revolutionary, with 
shotguns and rocket launchers making an appearance. 
Croteam has instead focused on creating a roster of 
memorable enemies, ranging from the plain ludicrous 
(left), to the genuinely fearsome (above), and the simply 
irritating (right). The scale of some creatures later in the 
game is one of Serious Sam's most obvious achievements 
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Шаг Biches Interactive 
нел ре Hothouse Cmeabons 
: UK 








Hothouse Creations returns to prohibition-era racketeering in the US, and 
invites the player to climb the crime ladder from street hood to crime kingpin 




















тү ENT нєн ни = TT TT hWe the onginal Gangsters was reasonably successiu 

ҮН | both critically and commercially, it wasn't much more [han 

а competent example ої realtime strategy with an alluring, 
prohibition-era theme bolted on. For the sequel, the same development 
team has set its goals higher, with prohibition and its associated 
activites at the heart of the game, which now charts the progress of 





playars from the very bottom to the very top of the criminal hierarci у 
Tha player takes on the role of Joey Bane, who enters the criminal 

underwond after seeing his father gunned down, and who receives 
helpful, tutórial-like advice from his uncle. Fittingly, the opening mission 
sees Hana getting his hands dirty with a revenge hit, before his position 
becomes more elevated in later missions, 
EIN S тарат ТЕНГЕ ; 1” 12048 ЕІ which include running a casino and rescuing 
29) RS чы "hd iud. ге nam Ёо ч EIS 4% 19.1 JM ма 1А 4. | the mayor's kidnapped brother 
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In all there are 20 missions set in 18 
pregenerated cities (in contrast to the 
randomly generated cities of the original title) 
А new engine and interface spruce things up, 


and а contexit-sensitve mouse pointer m lakes 





Gangsters 2 is much more character driven than the first 
instaliment, with the player overseeing the progress of the 
lead character from street hood to crime kingpin. On the 
way, the services of a variety of henchmen will be required 
and the more useful can be incorporated into posibons of 
responsibility within the crime family. The city newspaper 
provides updates on player progress and other information 


things a little easier for beginners, but the real 
addition is the ‘family tree’, which enables 


he player to retain favoured henchmen 






throughout the course of the game (or 
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dispose of them, ‘Goodfellas’ sty 











mat: PC 
Publisher: Eidos Interactiva 


a ÀA p^ | 1 @ | | | Developer, Overmax Studios 
| ^ мі г : es | | Origin: China 


газе: Out how (China) Q2 (UK) 








Beijing-based Overmax Studios promises an enjoyable realtime strategy run-out in 
14th century China, which manages to challenge without overcomplicating the action 


pe t could be argued that, as a gaming category, realtime 
strategy reached the peak of its playability with Warcraft Il. 
Although Three Kingdoms: Fate Of The Dragon, developed 

n Bejing, is unlikely to overhaul the basic mechanics of a winning 

formula, its historical authenticity and the concomitant emphasis 

оп a more thougnttully strategic approach are certainty promising. 

Based on events told in a 14th century history written by Luo 
Guanzhang, the game picks up after the demise of the Han dynasty 
















some ten centuries earlier, and features 45 missions. Multiplayer is, of 
Course, supported, including a cooperative mode, and victory can De 
achieved Through both rmi tary Supeno ril y and diplomatic si Iprermaocy, 
With: some 300 real-tife characters to 
recruit as officers, there Б considerable 
scope for tailoring your farces, But more 


cGonsequerntal Е +} deas nead to establish supply | ie ries ін! hri ns Їр! Ы 
1 Ё = aw ғ r ғ 
chains to support long-distance attacks on 23 


Opposing. cities, reducing the ‘tank rush’ 
ponciple that undermines similar games, 
and which is supplemented with a Baldur's 
Gate-style space bar pause to issue orders. 
espite this more.cerebral approach, 
Three Kingdoms remains intrinsically 
simple, Suggesting that this. lêr title that 
armchair generals HOCK forward 10. 








Although the game is true to the historical detail of Luo 
Guanzhang's literary history, this doesn't rule out magic- 
like effects. Indeed fate, representing the favour of the 
gods, is а crucial resource to be managed alongside 
other raw materials. Generals who forfeit the favour of the 
gods ага more susceptible to natural disasters, while high 
fate results in the rapid growth of a kingdom's population 
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Evil Twin 


Enter a nightmarishly surreal gameworld where psychotic nurses are the norm, problem 
solving involves increasingly visceral means, and twisted logic is the driving force 


bi Soft is keen to emphasise that Evil Twin is nota 

4) | game for kids. Though very much based around youthful dil | 
E— | imagination, developer In Utero has added a very twisted ” m Ж 11 i p 
and nightmarish aspect of its very own. Hero Cyprien has been \ 25 ИШ li Ш 
warped to the surreal world of Bed'under and must rescue 4 | 
inends caught in increasingly bizarre and perilous situations. tre И 

On Stephen's Island, for instance, Cyprien discovers that his ve | | 1 
colleague is trapped in a giant schoolroom, and is suffering from 
perpetual detention. The solution involves avoiding a psychotic 
nurse, finding the Sandman to cast a sleep spell, and then cutting 
open the teacher's head with a pair of scissors. Clearly, Evil Twin's 
imaginative take on the platform adventure will 
be its defining characteristic. 

To add further variety to the game 
the hero is capable of transforming into 
Super Cyprien. This process endows Cyprien 

vith more powerful offensive capabilities and 

the ability to execute greater leaps, but makes 
precise positioning a more difficult prospect. 
А catapult which fires paper planes (which 
can be piloted) is also a nice touch. Typically, T 
however, camera impertections, which are - a i РЕ 
still evident, could spoil an otherwise “НЫ 
ingenious title. 
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The levels in Evil Twin are constructed around a central 
room (involving a puzzle) with doors leading to areas to 
explore, The main problems which must be tackled are 
particularly odd. Reach Joecylen's Island and you will 
discover she has been swallowed by a bloated version 
of herself. The only way to free her is to construct a 
hideous omelette with ingredients to make her vomit 





Currently looking technically impressive, nine-month-old developer 
Synaptic Soup's debut game has Edge pleasantly intrigued 
















Hopefully, CCC will feature mare than just interesting 
visuals. Nine original characters are promised, along with 
18 power-ups and a presumably traditional competition 
structure, regardiess of the fact that you're racing on the 
floatina island of Celestis. Expect a frantic atmosphere 





Format: PC, Dreamcast 1 
Publisher: Ubi Бой 








Developer: In Utero 
Origin: France 
Heleasa: May 








Format: PC, Mac 

— Publisher: ТВС 

Devel op ег: Synaptic Soup 
Or Origin: UK 

Release: TBC 


ere's the deal: Crazy Car Championship sees you 

= | building hybrid vehicles (anything from steam-powered 
hovercraft to quantum-engined futuristic hotrods, apparently) 
from a variety of components, which you then race on a series of flying 
islands. But while the premise is certainly different, familiar elements 
such as power-ups are included, 

Still in its early stages, the game is being created by a 
developer comprising of former core members of the Evolva team, 
as well as ex-Bullfrog employees. The team is confident Cipher, its 
multiformat game engine, is capable of handling the impressive visuals 
seen here while maintaining a high frame rate, as well as delivering 


rapid LAN and Internet play. Furthermore, 
the engine's characteristics are said to be 
focused on providing easy, cost-effective 
cross-platform development, and the team 
is expecting to create games on next- 
generation platforms, the PC, and Mac. 
Gross-platform multiplayer gaming is 
therefore also supported. 

While Crazy Car Championship has 
been designed with the above in mind, solo 
gamers haven't been forgotten — a substantial 
oneplayer event is promised. Edge will 
keep an eye out for more details. 
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Lotus Challenge 


With its head high in the clouds and its foot firmly on the accelerator, 
Edge finds out how far down the road towards perfectly balanced 
racing Kuju Entertainment's Lotus-licensed title has travelled 


— he tight hairpin at the 
| end of the back straight 
is approaching at 125mph. 
Leaving the braking ridiculousiy late, 
three seconds of frantic heel-and- 
toeing persuades the gearbox to 
select second. The engine roars, 
as if upset that its triple-figure run 
has been so violently brought to 
a sideways 30mph crawl. Delicate 
steering input keeps the back end 
from suddenly making its way to the 
front and then it's back up the gears 
until the next corner turns up. You 
don't want to know how fast the 
artificial chicane is taken. 
Having survived three 

demonstration laps by one 
of Lotus’ test drivers in an Exige 
(essentially a roadgoing racer based 
on the Sport Elise competition car) at 
the manufacturer factory's test track 
in Hethel, Noriolk, the adrenaline levels 
have barely fallen by the time Edge 
makes its way back into the hospitality 
suite, where members of Kuju sit 
around with ‘seen it, done it 
expressions. Running on a television in 
one of the corners is the latest version 
of Lotus Challenge, the essence of 
which Kuju and publisher Virgin 
decided would be best appreciated 
іп an appropriate setting. Hence the 
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Graphically, things have improved significantly since Edge last saw the game. Baverstock claims 
the hardest aspect so far has been managing the 22-strong team, the biggest Kuju has had to date 


fascinating tour of the factory. Hence 
the opportunity to drive the ludicrously 
styled, high-revving, and astounding- 
handling Lotus 340R fast around the 
track. And hence the chance to go 
round the latter faster still, by letting 

a professional take the wheel. 

In the six months since Edge last 
saw Lotus Challenge, there have been 
some changes. While the car count is 
still hovering around the 40 mark, a 
figure which includes six Formula One 





Format: PlayStation 
Publisher: Virgin 
Developer: Kuju Entertainment 


Release: July 
Origin: UK 


Photography: Martin Thompson 





Other than extensive track time with 
Lotus's finest, the team believes its ability 
to get plenty out of PS2 stems from its 
mix of PC and PS programmers, given 
that PS2 games require elements of both 
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vehicles, and there are still 15 racing 
circuits and approximately 10 stunt- 
тс tracks, the games structure 
s now a little more defined. lan 
Baverstock, Kuju's joint СЕО 
elaborates: “The Challenge mode is 


the main game moge. In this you drive 


= $ = ХЭ ғ ұға yum 1 i — ر‎ Би, 
or the “Lotus Challenge Team’, whicr 
вий. ғ анта 1 m в ав, m в 
not only drives in races but also gets 
called in to do fim and advert stunts 


as well as special car-related events 
For example, one day you may be 
competing in a world championship 
race, the next taking part in a game 
of car football, and the day after that 
типа car stunts for an action movie 
This should give the player an 


immense amount of variation 
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сез ta.3o IT you take into account the 


fact that Dy (5% ing it through with the 
two different drivers offered. some of 
the missions differ. But traditionalists 
shouldn't let this seemingly innovative 
take on a prestigious licence trignten 
them off = Lotus Challenge also 
includes standard Champronship 


and Arcade modes 


A aue racing grounding 
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dest of, and he immediate? 


| lan Baverstock 
joint CEO, Kuju Entertainment 
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lan Baverstock's (seen here with Ayrton Senna's 1987 Lotus Honda in the background) favourite Lotus is the Type 62 Sports Prototype 
a special car which combined a massive engine with the Europa chassis and F1 wheels. Only two were ever made. And yes, it's in the game 
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This is only half true. Just because їз 


a simulation doesn't mean its hard 


Surely if it was a correct simulation 


үсе that has a dr 19 Cence 

should be able to pick up the game 
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“We have the best driving model іп any console racing game. When you say this, people 
interpret it as being a really hard sim-type model. Surely if it was a correct simulation, 


anyone that has a driving licence should be able to pick up the game and play it" 


Cartain sections of the game include public roads complete with civilian traffic, Not for the 
first time, the Al is claimed to be highly evolved. If true, it could make all the difference 
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there on that one." 

Confident, if common, driving 
game developer talk. The last tirne 
Edge played the game, however, 
directional input was a little severe 
The handling itself, as Baverstock 
rightly says, appeared both accurate 
and comprehensive, but Its playability 
was shohty hindered by the almost 
digital nature of the steering 

However, theres time to tweak 
before July, and it's not as if that's 
all Kuju has been doing since last 
Phe Lotus Chaltenge's Al has also 

veloped, and at the time of writing 
i гүйн, the mast improved facet 


since Edge first encountered Ки) 





Expect further details to emerge as the 
game nears its summer release. їп particular 
Edge is keen to see the Lotus F1 cars in 
action. If only in virtual form. of course 


043 2 


HHH РР е 












Interestingly, some thought appears to have 
gone into designing the game's structure 
(which is unusual nowadays). As such, 
expect the game to provide varied action 


Clive Chapman 
director, Classic 
Team Lotus 
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The 340R (above) is just one of the many models in the game. Lotus has been keen to get 
involved — Clive Chapman even drove one of the F1 cars for sound recording purposes 


project. We now have Al for the 
other cars (and for traffic on some 
missions) that behaves very 
realistically,” Baverstock enthuses, 
“Different drivers will have different 
attnbutes, and you will see this on the 
track. Some will be more timid and let 
you overtake them easily, while others 
will do their utmost to stop you getting 
past. We even have them changing 
their aggression factor towards you as 
the race goes on. If you start bumping 
into one he will get quite upset and 
may even decide to go after you. 

АШ of this makes the game so 

much more fun to play." 


The sky's the limit 

Given that Codemasters' excellent 
TOCA World Touring Cars took a 
similar approach, that much seems 
assured. But, interestingly, the Al isn't 
the most interest-grabbing aspect of 
the title — at least not as much as 
otus Challenge's clouds, which 

are some of the best examples yet 
seen іп а videogame. Once again, 
Braverstock is on hand to unravel the 
development processus: "This is quite 
a good example of how working on à 


console that has quite specific limits — 
especially texture memory — pushes 
you to come up creative solutions 
to problems that would never 
nave happened othenwise. 

"Normally on a PC game the 
sky would be represented by a 
massive texture because you can 
afford the memory. On the PS2 you 
can't really use up all your texture on 
the sky, so we created the clouds 
from smaller individual textures which 
we lit differently and created three 
layers of all these cloud shapes. The 
look is then very realistic, as you get 
a good feeling of depth — and you 
also get the added bonus that they 
are separate shapes that can be 
moved relative to each other to 
simulate wind. The final effect is 
something that looks better than the 
lazy! solution, which would be used if 
the extra texture memory were there." 

But then Lotus Challenge's 
visuals have never really been a 
real point of concern, something 
confirmed by the latest shots. When 
compared to a lot of current PS2 
games, Kuju would appear to have 
got to grasps with Sony's reputedly 
harsh 128biít development 
environment better than most. So is 
it just a case of a divergent approach? 

"One big difference is that we 
are using our own custom engine,” 
states Baverstock. "Many 
development houses go for something 
like Henderware, which does the job 
but will never push the PS2 to its limits 
because it's designed to be general 
and versatile and to work on other 
platforms. This means there are many 
PS2-specific features that won't be 
used, and lots of compromises that 
will be made. We have the technical 
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Although not shown on these pages, Lotus's design studio has created 
four concept cars specifically for the game. The Super Seven (above) 


Knowhow to write our own 

custom engine that is designed 

to be optimal for racing games, 

and this will give us a vital edge in 
performance. It means you have so 
much more power available to do all 
the extra things you want to do." 

Those extra things will reveal 
themselves as the launch date 
approaches, but currently things 
are looking rather favourable for 
Kuju's racer. "Lotus cars nave always 
been about the driving experience, 
and that's what we want our game 
to be about," concludes Baverstock. 
"At this point in time, | would say we 
are 85 per cent there in this area. By 
the time the game is out I'm sure 
we will De fully there." 

Rather than a straightforward 
exploitative license deal, the developer 
appears keen to deliver an experience 
befitting the prestige of this great 
sportscar marque. It certainly appears 
to have its wheels currently E 
pointing in the right direction. ЦЭ 
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Cool Beans 


Since 1996 this Sheffield-based studio has 


harnessed the cream of the country’s comic-book 





talent, producing animations and artwork for 
videogame companies. With the advent of 128bit 


consoles, it may soon be making games itself 


Жы ч. fi raph ІС storytelling are common 
to both, and there is considerable shared 
ground in tems of subject matter. 50 it c 
as littl surprise last year when Rebello 

wo industries. E 

Sheffleld-based 

digital animation studio Cool Beans Productions 
has quietly been Getting on with tapping tha 


p ا‎ of Brit ah comic-Dook talent in the sence 


tor companies like Electro 
Activision, and Hasbn i 
Having originally started йе off 


Га pitch for a videogam 


of the ар names in British comics, which 

тау also enable it to extend the range of 

services that it offers videogame developers 
The men at the helm of the : 


ind Matt Percival 
1989, Nick, the company's 
or, cut his teeth drawing high 
such as апе and Judge Dredd 


D, working with respe 


one. Operations and Internet 
tor Matt, on the other hand, specialises In 


ving had work 


Photography: Martin Thompson 
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FAQ 


Company name: Cool Beans 
Productions 
Founded: 1996 
HQ: Shi 
Number of employees: 
raphy: /опу Hawk 5 
Man (АСЗ 

її, Turok 3 (Acclaim 


1 (Sel); Tenchu ЇЇ (Activision) 

' Fortune (Activision); Hogs OF Var 
(Infogrames): Command & Conquer: Hed Ал 
2 (Electronic Arts); Armonnes (Acclaim) 
Projects in development: Marshall Law 


icomputer-animated series); Doomkeeper 
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Soldiers (Bitmap Brothers); The Yattering An 
ic strip); Saintly (computer animate 
movie); Cool Beans World (internet channel) 














of Cool Beans occurred when Nick decided 

to deveiop his own characters and stories 
The concept that he came up with, while still 
working on a Slaine strip for 2000AD, was that 
of Saintly. Although the current incarnation of 
the project is as an animated action-horror 
movie — in which a hellish camival causes 
darkly gothic trouble in small US town - things 
were different when it was first conceived 

"The connections were there with videogames 
from PolyLang,” explains Nick, “апо 50 we 
initially thought of maybe making Saintly into 

a videogame, because we had a very good 
core concept fieshed out, with all the 


characters designed and all the support 


who contacted the studio to change the length 
of his socks and the colour of his T-shirts ina 
rendered image — is not the only aspect of the 
work done by Cool Beans Productions. “One 
of the things where Cool Beans differs to a lot 
of studios is that, yes, we're a work-for-hire 
digital animation studio, but we always did 
want to create our own stuff, develop our own 
concepts, our own characters, and so on," 
continues Nick. "One of the outlets for that is 
the Saintly movie, but we've got so many great 
characters that we wanted to explore on the 
storytelling side, which led to the idea of Cool 
Beans Word, the Internet channel that we re 
in the process of building at the moment.” 


Having started life off the back of a pitch 
for a videogame, this year sees the studio 
expand its remit with an Internet channel 


materials in place." The idea was pitched to 
several publishers, but back in the days when 
PlayStation and Satum were considered 
cutting edge - and before PCs had caught 

up through innovations such as 3D graphics 
cards = Saintly's high-end visuals were well out 
of reach. “All the pitches went extremely well, 
but the feeling was that the technology wasn't 
there to support the game. At that point we'd 
already done a lot of the characters in-house, 
and Cool Beans was expanding. so the 
decision was made to push down the CG 
animation route. We had good connections 

in the UK film industry anyway, and interest 
really began to build because no one had 
seen anything like "Toy Story’ for adults before. 
So we were developing this horror-action film, 
but at the same time this led us to be able 

to offer this service back, full circle, to tne 
videogarne industry, Technology had caught 
up, with people wanting FMV, box art renders, 
and so on, and Cool Beans became a 


company that was offenng all this.” 


Animators for hire 
Indeed, these ‘for hire’ animation services 
currently form the core component of the 
studio's business, though just as gaming 
technology has improved, so too the 
nature of the studio's work for the 
videogame sector has changed 
‘Initially it would just be a question of 
getting somebody like Simon Bisley to 
paint a cover for the box — like the Bitmaps 
did with Gods, or Glenn Fabry for Speedball 2 
So originally it was more of a showpiece to 
have a cool piece of artwork, because the 
technology wasn't really there to do anything 
with sprites." Now, though, the company 
provides a range of services, including 
FMV sequences and rendered box ап. 

But producing work to constraints 


imposed by others — Tony Hawk, for example, 


Although this channel will be subscription- 
Dased, the Percivals believe that combining 
exclusive content from some of the biggest 
names in the British comic industry with an 
enhanced form of graphic storytelling wil 
attract the required audience: certainly Matt 
5 keen to point out that the company secured 
outside funding for the endeavour after the 
dotcom bubble had burst. 

“Оле of the advantages that we believe 
we Nave, argues Nick, "is that the сотис-боок 
content on there is by top-name comic-book 
creators, and you're not going to get it 
anywhere else - it's totally exclusive to 
Cool Beans. If you want to see Simon Bisley's 
‘Doomkeeper OG animation, with ай his 
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only place you're going to see that is on Coo 
Beans World. If you want to see brand new 
‘Marshall Law’ comic-book stuff, or ‘Marshall 
Law’ animation, or Clive Barker's ‘The Yattenng 
And Jack’, illustrated by John Bolton, the only 
piace you're going to get to see it is Cool 
Beans World. The hardcore fans of that sort of 
stuff are very completist." But aren't they also 
fetishists? What advantages will an Internet 
channel have over its print competitors? "Tnere 
will be a back catalogue of traditional-style 
comics, which you view side by side like the 
old, hard-to-oet back issues," he continues 
"That's just there to view, but where it really 
comes into its own is where we're doing 
animated comic books, where we're using 
technology to make things that you can't hold 
in your hand. The important thing with these 

is that we ve got good comic-Dook people 
involved in them. Like with the 'Marshall Law 
animation, we're keeping Kev O'Neill's artwork 
style intact, even though it's in CG. And with 
Bisley, we're keeping his style. He's down 
here every two weeks, talking to modelers 
and animators. So it's ОС with a difference." 


ironically enough, by attracting these 





As might be expected from a company started by 
a former 2000AD artist, much of the work done by 
Cool Beans Productions has a dystopian feel to it 





As they aren't working on in-game animations, the 
Cool Beans artists are free to use displacement 
rather than bumpmapping. "That is really handy for 
the figures in Saintly,” notes Wayne Elliott, “as all 
the characters have varying degrees of scarring" 


simon Bisley: Doomkeeper 

One of the artists working with the 
company to generate content for the 
Cool Beans World Web site is the prolific 
and oft-imitated Simon Bisley, whose 
work has graced a bewilderingly huge 
number of comic books and their covers, 
as well as videogame promotional ап 
and film production work. 'Doomkeeper' 
is the painted and computer-animated 
tale of an ancient warrior 


How does this compare with 
your more traditional work? 
There aren't any constraints at all with 


this. It's the first time I've really put so 
much of my input In to make the animation 
as close to my illustrations as possible 

So it will be interesting to see the results. 


How much further will you be taking 
your videogame work in the future? 

Well, l've already done some work with 
Capcom, but what | do think will happen is 
that a lot of comic-strip artists and creators 
got put on the shelf when computers really 
began to take over, Computer programmers 
and the rest of them thought they could do 
without us, and | think they're beginning to 
realise that they can't. Well, they can, but 
they still need the artistic input. The only 
really decent thing to have come out in 

CG is Тоу Story’, and everything still 

looks very computer generated. 


What implications does this 

project have for your other work? 

| don't know. | think I've become more 

of a creative designer now, which is what 
Гүе always wanted to be anyway. I'll still 
get employed, | quess, with work on 
covers and stuff, Strangely enough, 
some magazines asked me to do a 
cover to look like a computer had done 
it, which was pretty odd. It looked bloody 
terrible, but it's all very new for everybody. 
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The studio's work 
on videogame titles 
like Spider-Man for 
Activision supports 
the company's own 
animated movies, 
such as 'Saintly' 
and ‘Marshall Law’ 
for the Cool Beans 
World Internet 
channel. It's not 

all doom and 
gloom, though, with 
Cartoonscape.com 
providing light relief 


talented artists and writers with the ennanced 
storytelling offered by cutting-edge Silicon 
Graphics technology, the studio is also 
expanding the range of services that сап 
offer to clients from the videogame sector, 

as Nick explains: "If a company wants a more 
fieshed-out concept from a comic-book writer 
of the calibre of Pat Mills, we can offer those 
sorts of services, And as technology gets 


better and people are able to implement 


different visual styles in games, you'll eventually 


be able to recognise characters as looking like 
Bisley would draw a character, for example, 
with the anatomy now he would draw it, or 
with the textures like ha would do them. | don't 
think it's quite there yet, but as the technology 
gets better you're going to get some very 
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moment it's very generic in that sense." 


Next-gen opportunities 

Indeed, the arrival of next-generation console 
hardware has also precipitated a shift in the 
nature of the work done by the studio, which 
has seen a greater number of requests for in- 
game animations. "Now that next-generation 
technology has caught up we are finding that 
people are increasingly coming to us and 
saying that they need in-game characters 
animated, or in-game textures doing, purely 
because the consoles can cope with it. 
Companies are also outsourcing a lot more - 
teams are getting bigger, it's costing more to 
develop a game, and it's a big headache to try 
and go from teams of 12 or so to the 40 that 
would be required to do everything in-house 


So it makes sense for people to outsource 





Although Cool Beans concentrates on digital animation, the stylistic idiosyncrasies of individual artists are 
maintained, demonstrated by characters based on work done by Kev O'Neill on the 'Marshall Law' series 
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| think at this point it's difficult, because ШШШ 
companies are having difficulties getting big- ii ШАШ 

budget games out with two-year development | 

cycles, so it could even come from tha mod 


mrunity. But it would be interesting to see 
! that is the future approach, because thats 
something that we as a Company COUN very 
well exploit. We re always telling stones with 
our own characters, thinking very far ahead 
in terms of what will hàppen to the plot." 
It may De a while before the company 

ictually does add this range of services to its 


ÉF 


repertoire, but it Seems serendipitous that it 
should, having come во far since that relatively 
speculative attempt to produce a videogame 
But it would perhaps be doubly ironic if, i 

some point in the future, a Saintly Mai ane 
arrived on a console near you. Which, as Nick 
explains, isn't that unlikely a scenano: "Now 
that the technology s caught up, we ve had 
some interest in Бату as a games property. 
Although it's not top of our жалы at tha 
moment, because there are so many other 
things we're doing with it, the other 
properties that we're developing 


would be perfect for games." 
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The year 2000: while 
Sony, Sega, Nintendo, and 


Microsoft were embroiled 





in predictable new console 
hype, VM Labs sneaked a 
new gaming platform into 
the US market disguised 
as a DVD player. A little 
later than originally planned, 
Edge takes the company's 


intriguing Nuon for a spin 





t's very powerful, it's not limited 
| to any one set of techniques, and 
it's cheap. Really, really cheap." 
No, this isn't a description of a 
Russian streetwalker – this is how 
Jeff Minter, co-designer of the Nuon 
chip, summarises VM Labs' new 
product. According to the company's 
official press release, Nuon: “Enhances 
the passive elements of digital video 
products such as DVD players, digital 
set top boxes and digital satellite 
receivers, and transforms them 
into compelling interactive 
video entertainment systems.” 
Minter's definition is a little 
more revealing: "Basically, it's a 
very fast processor — it's what they 
call a VLIW processor, which stands 
for Very Long Instruction Word. 











DO, where each instruction used 
: ! 
ке so many ticks? Then RISC came along, and RISC basically gave you one 





К, but with a simpler set of instructions. What VLIW does is let 


you effectively launch more than one instruction per tick by allowing you to place 





different instructions on the different function units of the ch p itself, You can place 
an instruction on the multiplier, one on the memory unit, and so on." 


| This essentially means a coder gets a very fast throughput of operations 
PITE GG = 1 i 






in a relatively low number of ticks. So, while the chip has what appears to 
be a slow clock speed, it can actually execute an impressive amount of 
instructions every 60th frame. 

The last time Edge caught up with Minter for a substantial chat was 
at ECTS 111999, where he was promoting the virtues of Nuon. Prior to that, 
he had been responsible for the Jaguar's most convincing slice of playability: 
Tempest 2000. So, how has he found the mo 
The Samsung offers joypad ports on its front (right) but 
their positioning is entirely at the player manufacturer's 
discretion. Round the back, the usual DVD output 
arrangement - component replaces SCART in the US 
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зеп left Atari | had a 
couple of mainstream 
Software Houses after me. 

and | suppose | could have 

gone to them, but I'd never Г 
been involved in the 


design of a.chip betore, 


so that interested me” 





to silicon — that was very satisfying; when you've been working on the ideas in 
software for a coupie of years and you finally get the silicon back, and its 
an actual chip that works." 

However, Edge's current interest in Minter is more than a respect for 
his considerable videogame-related achievements. Having worked so closely 
on the Nuon architecture, it only seemed natural to take his involvement a 
step further and develop software for this new venture. 

"The boys at VM Labs were very taken with VLM [Virtual Light Machine, 
which generated a light show based on input from a music CD] on the Jaguar — 
they liked the whole concept of VLM — and that was important to me because 
that's work that I've been doing off and on since 1984," ne explains. “Also, it 
was important to me to get VLM out there as a commercial product – get it 
out to a lot of homes. Again, the Trojan Horse thing: that people have this DVD 
player, and when they play a normal CD this thing will pop up that they ve 
never seen before. A lot of people will like that.” 

This is very revealing of what the philosophy behind Nuon is. It categorically 
isn't an attempt to muscle in on the volatile console market. 

"The Nuon chip costs roughly the same as a hardwired МРЕС2 decoder, 
so what we want to convince the DVD manufacturers of is that they might as 
well use a Nuon chip for all the extra capabilities that it has, but it doesn't really 
effectively cost tham much more than just using a hardwired chip that does 
nothing but MPEG2 decoding," reasons Minter. 

Presumably Toshiba and Samsung were suitably convinced, because 
last year the two manufacturers each released a Nuon-eauipped DVD player, 
the SD2300 and Extiva N-2000 respectively. Priced at $400 (£270) and $500 
(£340), the players are aimed at the middle range of the market, but even just 
after a few months, a demographic-altering move is already in progress: 

"We'd like to see the Nuon chip in all kinds of DVD players, not just 
high-end but low-end as well ~ there's a DVD player coming out in the 
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lage 7, while the. Pro-Elite ignores this but stead 
в а memory card slot for 1-4М units and is 
пау designed with the LCD memory card in mind, 
interestingly similar to the feature found on a DC pad. 
Mai logitech is expected to release its own model soon. 
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States which will be sub-$200 with the Nuon 
chip in it," Minter reveals. 

“| don't know the current state of the market, 
but in Europe last year Samsung and Toshiba 
were the two highest-selling manufacturers of 
DVD players, and Samsung and Toshiba are 
going to be using them with the Nuon chip. So 
the way that more chips are going to get out 
there is not because people are going to buy 
them for games, it's just going to be in their DVD 
players because it's a better solution for 
MPEG? decoding than anything else, and 
is one of the most cost-effective chips to 
make а DVD player with." 


The choice is yours 
















Toshiba's SD2300 The current options for potential Nuon players are rather limited, with just two US 
Nuon player. Coming models available at the time of writing. Others are on their way, of course, but for now 
to a store near you? this is your lot. The Toshiba 502300 includes a 10bit 27MHz Video DAC with high- 


resolution filter, a 16x zoom function, virtual surround sound, very smooth 
forward/reverse options, and just eight VLM effects. The Samsung, on the other hand, 
matches the SD2300's DAC and forward/reverse attributes, offers seamless panning, а 
20x zoom, comes with a Samsung-branded Warrior 
pad, and 100 VLM effects. Both companies are 
expected to announce European versions of their 
respective US Nuon-equipped DVD players in the 
very near future, with other manufacturers set to 
follow suit throughout the rest of 2001. Pricing has 
yet to be set, although Edge expects the initial units 
to cost around the £300 mark. 
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Colourful, manic, and 
beautifully mystifying - 


This is what Minter means when һе talks 
of the Trojan Horse effect. While videogame 
consoles still have a little road to travel before 
claiming a consumer majority, the penetration of 
video reproduction units has historically enjoyed a 
far more widespread and successful model. After 
a shy start, the uptake of DVD in Japan. the US, 
and the UK has been phenomenal. As far as the 
average Joe is concerned, Nuon's gaming and 
v:sual-effects abilities, as Minter, perhaps 


Virtual Light Machine 


Originally developed by Minter in 1885 for the Jaguar CD, VLM reacts to music being 
played from a CD, and alters its appearance accordingly. 3DO owners may remember 


Nuon's VLM effects in 
action mode (below) 


their machine doing a similar thing (even if it lacked the vigour, colourful nature, and 
overall panache of Minter's creation, stubbornly refusing to enter the psychedelic 


realm with the same conviction and oddly preferring to stick to brown and mustard 
green hues), The PAL versions of Nuon will include 52 extra VLM effects, which Minter 
is currently coding, and just like their NTSC counterparts the resulting experience is 
likely to be just as magnetically enthralling. Additionally, you can interact with the 
effects (provided you have an analogue pad) as well as - if all goes to plan - be 

able to make your own effects and save them on to memory card. 


New on Nuon 


Take Tempest 3000 away and the initial batch of Nuon 
titles doesn't look too enticing. From left: Iron Soldier 
3 (Eclipse Software): 40-foot-high robots battle each 
other with big guns over 25 missions; Merlin Racing 
(Miracle Design): Mario Kart ripoff with karts, swamp 
boats, hover crafts and 25 tracks; Freefall 3050AD 
(TAKS Ltd): as a futuristic cop, blast criminals while 
freafalling your way through 15 levels; Myst (Cyan Ing}: 
the nón-gamer's favourite; and Amaze (Fungus 
Amungus): classic puzzler where wooden board is 
manipulated to guide steel ball to goal, avoiding the 
wholes. Of these, currently only Freefall 3050AD, 
Merlin Racing and T3K are have been released on the 
US market. Other games to have been announced at 
the time of writing include Monopoly, The Game of 
Life, and Breakout from Hasbro, together with RC de 
Go!, Bust-A-Move, and Space Invaders 2001 courtesy 
of Taito. And Nuon-enhanced DVD films are also on 
their way: 20th Century Fox is first of the blocks with 
'Bedazzled' (2000), due out in the US on March 13. 
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overharshly, describes as just ‘good extras’. But that's not to say he lacks 
vision for the product he helped create — this is, after all, part of the plan: 
"Give it a couple of years and hopefully the chip will start to get fairly 
ubiquitous, and then we'll nave enormous market penetration for the games." 

Three gaming titles currently exist in the US for Nuon. And while there are 
some ten more on their way, only one is genuinely compelling: Tempest 3000 
(see review on p? 2). This also happens to be Minter's latest appearance on 
the videogaming circuit. Coded and designed solely by the bearded requse 
himself in his characteristic, secluded Weish residence over the past two to three 
years, it is perhaps a better indication of Nuon's power than the tities Nuon- 
Supported stablemates, which so far have suffered accusations of not looking 
any more graphically impressive than a PlayStation or Nintendo 64 title. 

This, Minter argues, is a direct result of Nuon game developers’ over 
reliance on the software libraries available to them. "If people normally think 
Tempest looks better than [the other Nuon games], it's because | made my 
own renderers. | was working close to the machine," he says matter of factly, 
“I'm still prepared to do that. | will always be prepared to do that. | think 
understanding the machine you're working on at its deepest level is an 
essential part of being able.to produce top-gear stuff on that machine. 

"Earlier and current generations of consoles Nave certain techniques which 
are hardwireed-into silicon. Effectively, you have co-processors that accelerate 
certain functions, ha observes. "Thats very good, [WORKS very well as long as 
а! you want to do is execute де functions. No matter how many polygons per 
second the system can render, where the polygon engine is hardwired you can t 
actually divert the power that's in that polygon engine into doing something 
different. Whereas with Nuon, because you're not hardwired to any one thing, 
you effectively write your own co-processors and it means you're totally flexible 
in your choice of techniques - you can explore different kinds of renderers if what 
you want isn't on the library. IF you've got the guts fo do i, then you can actually 
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sit there and code up whatever you want, design your own renderers.” 

Which, of did got the chip back, 
ough were libranes for doing standard stuff, | had 

| had to work out a 

- maybe there are somewhere, 


course, is exactly what he Whan we 


Ano 


d 


(ners 


а Very definite idea 


Т; ЖТА" ы ёєечал - Я 
ки lenmpest ДАА, he says, 50 


= ы 


it Ihe aesinetic of 


cry n't fi A m tte!‏ جل oe‏ و کی پس وی لی 
Bo JUGS Wig 1 13 nad |‏ 


ет. ЕЛІ 


DOORS 
re of the 
anguage 

And it took quite a long time to actually get the 
renderers одеће The bulk of that game is in assembler, it's only the outer layer 
that's written in C, and that's actually the first C code I've ever written. I've been 
е never had to use C. But 


but [not] with regard to implementing them on the specific architect: 


Nuon, It was quite difficult = some of the most tricky assembly 


programming | ме ever done. 
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ch of an assembier programmer for years that |" 


C is easy; actually defining the renderers and getting them right took a long time." 
Nuon is expected to appear in DVD players available in Europe around 
March, with Samsung and Toshiba once again leading their rivals. Prices are 


as yet unconfirmed, although it looks unlikely that the first batch of machines 
incorporating the chip will be pricad below the £300 mark. Minter is Dusy 


reworking the VLM effect editor to be more efficient (as well as implementing 


55 new effects for the EU version), and hopes to include an option for Nuon 
isers to create their own effects and save them on to a memory card — just 
another indication of Nuon's multitasking entertainment capacity 

Litir Ба wouldn't try to convince you that Nuon is a viable gating 


platform. And neither would its manufacturer, for that matter. It's a clever piece 


of electronic-entertainment hardware, but very much in the broader sense of the 

term. You can use it to play games, of course, especially тоге examples of 
Tempest 3000's up. But the unit's primary use would бе 

be phenomenal. 
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Nuon on test 





As close to а starting 
sequence as it gets: 
the Nuon logo follows 
Samsung's own 
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Unable Purchase its own unit from the US (don't ask), Edge asked Jeff Minter if 
he would allow his Nuon to spend some time in England for the purposes of this 
feature. Some two hours later the N-2000, a shrink-wrapped copy of Tempest 
3000, and a Nuon joypad safely made the trip back to the Edge office 

There's an undeniable air of understated confidence emanating from the 
Samsung unit, despite how awkward it looks alongside gaming consoles old and 
new. Switch it on, and for all intents and purposes it's another DVD player. Except 
it Isn't, of course, True, the machine's playback ability is commendable and of à 
high quality throughout = contrast levels are good, while colour separation and 1 
stability is also impressive — but it's not noticeably better than a decent mid- to 
high-end range, nogmat MPEG?2-decoding machine. Touch any of the buttons 
either side of the play Tunction, and Nuon's box of tricks springs into life. 
There's extra-smooth (by normal DVD standards) scanning in both the forward 
and reverse fields, for instance. Or the ability to alter the Gamma scale, enabling 
you to witness detail that had previously been obscured by darkness. But neither 
of these аге as impressive as the powerful zoom function, which allows you to 
select a portion ofthe screen and massively expand it. 

However, Edge's primary interest in Nuon is obviously as a provider of 
electronic entertainment in general, and, in this case, Tempest 3000 In 
particular. Load up the disc and the Nuon logo fills the screen for a few seconds, 
until tha main menu appears. The game looks unlike anything currently available, 
and while it naturally shaneg'SOóme genetic material with Minter's previously 
dev Берен Tempest instainient, its appearance and overall design ensure 
a distincbve expenence. = 

But the look of Tempest 3000, with ай of its hypnotic visual trickery, is more 
than just the result of Minter's hard work. It's also an indication of what is perhaps 
Nuon's most apparent advantage over traditional consoles, In addition to handling 
several sets of instructions per cycle, embedded in the Nuon design are various 
layers of parallelers with the purpose of making massive number crunching a 
reality, according to Minter. What this then enables a developer to do is to: "Do 
quite a lót of maths for every pixel on the screen." If the developer in question Is 
Minter, then you can expect this 10 translate into the smoothing, translucency, and 
antialiasing techniques so anon in Tempest 3000. (Realtime ray tracing is also 
achievable, though noLi ted in Tempest 3000.) Not only is this freedom 
key in differentiating An on architecture. but Minter is also convinced it's the 
Way aliffjrocessors will e qo. 
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All too real’? 


Motion capture revolutionised animation, ии 
but as technology has prog ressed SO the ini just ol to survival 
processes that breath life in to in-game horror While present technology may be 
characters have become increasingly able to produce striking representations of 
sophisticated. Edge reviews the current the human form, in terms of animation and 
situation in the field, and talks to animators шоог 


have set in which no amount of polygonal 
make-up can mask. Back in issue 24 Edge 
examined motion capture (MoCap), and 
creatives enthused that it was the great 
hope for the future. Images of men wearing 
leotards adorned with golf balls were 
plentiful. Half a decade on the reflective 


about the next big leap forwards — R- TAG 


markers may have increased and the 
movement may be smoother, but the 
dissatisfaction felt by designers with 
this technique is palpable. 

"| just get a bit annoyed when | hear 
people saying that motion capture is the way 
forward for game animation.” states Toby 
Gard, currently working on Confounding 
Factor's Galleon. "It reminds me a little bit 
of rotoscoping in traditional animation; it's 
quick, easy, and reasonable results can 
be achieved without the need for artistic 
sensibilities, However, | think the results are 
never as satisfying as traditionally produced 
hand-animated movement. Through 
exaggeration stronger results can be 
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AOL UR LATE UE LER TUS ын шин thus affecting their performance. been the same since the old boys — Г Vd 
ШИШ ЧИЙ ДЇ | ЙЧ ERAT ААМ Occlusion occurs when the marker at Disney set the ground rules. Matt ІШІ | 
2 cannot be seen by the cameras. Character animators are always ІШ ШШ 
\ B Magnetic systems do not suffer trying to achieve the same end result uisi 
Ji from occlusion, but the capture area - creating a dynamic, appealing MOS / 
N | | is smaller. The sensors are clipped character." It is not the quality of MALAM E 
А. \ уу. / on to the suit and take some effort to the MoCap data or the lack of vision Ї!! үч TR uf 
Ж / / АЧ dislodge, which gave our actors more which is holding back animation, but ШІ Ш M 
1 be freedom during their performances." ihe tools animators are given to use. AN Ne | 3/457, 
/——— Tc ——— UN Stylistically, Galleon в a worid Paneg with strict deadlines and little ile | 
S ШИНИ ШТІ! ІШ |8 ШОН ШИШ away from the grittily realistic urban time to create unique methods, 7) 
setting of The Getaway, but it simply developers are naturally falling back 
Team Soho's MoCap data is gathered using the versatile optical system. Bacause the actors are free from Ay nid : à ы. 
мониа wiran Jused Ji. magnetic жумага: бар write тот sais and ржлсн нэг анин isn't practical for animators working on techniques which have proved 
on games with casts of hundreds to reliable in the past. 
achieved that work on a more direct hand animate every character. While 
level of communication than simply sublime results can be obtained New tools required 
mimicking normal movement.” through Disney-style exaggeration, 3D Studio Max and Maya can 
other projects are more suited to provide the framework for great 
Problems with Мосар sessions spent in the MoCap animations, but the spontaneity 
Motion capture is still widely used studio. As Gard acknowledges: missing from many games requires 
in the industry, with data gathered “Lam not saying that motion capture uniquely developed tools. Moore 
from two sources: magnetic and is pointless. In fact, it's ciearly the sees the blending of in-house 
optical. Magnetic methods involve best option for simulation-style developed technology with existing 
wires connecting sensors tà key games. | just think there should be packages as the way forward. 
locations of the body. Optical а distinction drawn between realistic indeed, The Getaway would not 
techniques transmit data from and believable, because, overall, have been concervable had Sony 
refiective sensors to motion-tracking | reckon you can get more believable decided to rely solely upon existing 


technologies. “We have really tried 
to either invent or acquire new 


“| am not saving that motion capt іле "T T 
: -: 3 technologies to make this happen,” 





"a o ‘| жең gia P 1 4 ыз 4. Қ ja | =, = - ээ». "S = = re 

юэ POPES. T1 ас, io Офапу TIG DOSI says Moore. “We work very closely 
opion Tor Simutauon-Sstyle Games. HUSI with a number of companies to VRAT AK 
$3 T rdg n " i : ы IE Ir due a 
think there should be a distinction drawn achieve this — the way we do our SOS 


MoCap, our own Talking Heads tools, ТОД 
{һе scanning of our characters. We | 177770 7 
have learnt a tremendous amount | WA (7 Ги 
ШҮҮҮ 


between realistic and believable 





cameras. But each has major results through hand animation." and have set new heights in 10006 (7 
sticking points. Gavin Moore, senior Gard's penchant for a more stylised character realism." КАЛАА 
animator at Sony's Soho Studio, is form of animation may suit Galleon's Sony's Talking Heads technology 1727 АЛ 
using MoCap for The Getaway and look perfectly, but developing is particularly striking. The system | ft NUDO i 
outlines the potential problems: complete animation routines incorporates parsed speech and a 511) 7120 
“The optical method can have a without the use of MoCan is skeletal animation system to reduce ZY V 
larger capture area, but suffers from daunting and relies heavily on the the workload involved in creating Ч Тэ EN. 
occlusion and also the problem of expertise of the individual animator. facial animation on a large scale. WSS 
markers coming off during capture Elixirs senior animator, Matthew It is split into three segments: ЛОС 
sessions. Our actors found the Everitt, agrees: "If you say that emotional, speech, and ‘specials’. yar 
optical system constricting, fearing MoCap is outdated, then so Is the job Once the face has been scanned and AY 
that the markers would fall off and of the animator, which has basically placed over the Talking Heads mesh, viet / 
Үр 
Ч ү n dut Mi iid ue ЗҮЙЛЭЭС ҚАНТТЫ: ШАМ Vat үү rm ШІ! \ " WWE 
PARA аша Ши ҮТІК төтен а ІШІМЕ) WN 4! 
Л | ЖААЙ 
y 
ИД 
N | v ши |... 
Confounding Ғасізге Galleon is set in a fantastical world and has enabled Gard to apply a much more exaggerated style to express both movement and emotion. ym | | 
The hand-drawn approach may bring subtieties to the animations which can not Бе captured by camera but relies heavily on the talents of the artists and animators ІШІ ! 
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Many of the ‘human characters in Project Eden morph into mutant creatures. The team is particularly 


Proud of their blending routines, which allow the main characters to turn and shoot simultaneously 


emotion values can be entered. 
These range from joy through to 
disgust. Type in a value from one 
to ten and the face will mimic the 
emotion, Speech is then added by 
taking the wav file from the motion- 
has been acted out) and matching 
it with a text file. The lips will sync 
both to the emotion value and video 
footage from the MoCap shoot. 
Special animations include blink rates 
and head movements which depend 
upon the emotion values which have 
been previously set. Though Talking 
Heads is currently being used solely 
for cutscenes, Moore foresees future 
in-game action embracing such 
technology: *As far as facial 
far away from characters reacting 
realtime to your actions — things 
like laughing when you do something 
stupid, or cowering in fear when you 
become aggressive, Each character 
would have a personality and 
react accordingly." 

Many development teams. 
have, of course, been refining 
a number of projects. Interestingly, 
іле animation-inking system 
developed for Lara's first gymnastic 
leaps and somersaults provided the 





stimulus for other Core Design 
games. "The technology we are 
using In Project Eden was started 
from scratch," says the game's. 
arist/animator, Stuart Atkinson. 
“But we have evolved some of the 
technology we created during Tomb 
Raider and Tomb Raider 11 — it would 
be silly not to. The animation-linking 
system we used in Tomb Raider 
proved very powerful, so we took 
the basic idea and expanded on it. 

It gave the animator the power to 
say when and how the animations 
will flow together during gameplay. 
The advance we made was to allow 
these links to be generated for us on 
don't require any actual animation, 
they just need to exist, and you can 
imagine how much time this saved 
the animator. I the animator feels that 
a particular link needs to be done by 
hand, then he can still do this." 


Convincing behaviour 
Crucially, what is missing from 

their surroundings. The streets of 
Shenmue's Yamanose may have 
been rendered with meticulous care, 
but they were populated by ghosts. 
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The animations in Care's Project Eden are created using 305 Мах with straightforward key framing. It is the 
sophisticated blending routines coded after these frames are created which give the game its dynamism 
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The frames of animation In Dog's Tale are created in traditional fashion in 3D Studio Max. But it |в R-TAG's ability to blend from one frame to another in realtime 
which saves time. The system reduces ‘twitching’ and allows technicians the time to create more subtle effects such as limping and secondary animations 


The player's presence was not 
acknowledged until the first rule of 
RPG gaming was enacted: stand 
near to ап МРС and press the action 
button. The sad truth is that NPCs in 
all garneworlds tend to react to the 
player in one of two ways: complete 
ignorance or direct hostility. A greater 
emphasis on animation blending, like 
that used at Core, is only one solution. 
Developers need sophisticated 
methods of implementing animation 
in realtime which go beyond simple 
inverse-kinemiatic routines. 

David Braben, frustrated by the 


prerendered animations and how to 
get in-game animations to a similar 
level,” begins Braben. “Іп theory this 
is very easy — most games do it 
already — but they are doing little 
more than playing a sequence 
generated beforehand (by motion 
capture or from scratch). This does 
not work well except on flat surfaces, 
and has to have many different 
transition sequences for turning, 
changing speed, crouching, and so 


on. These all take up a great deal 


of memory when compressed." 
In practical terms, realtime 


"it would be nice for other developers 


to adopt R-TAG, but even її they jt 


ist ао away 


with some of the principles and tec nniques, 
then we should see a leap in the quality 
and believability of animation in games' 


limitations of traditional forms of 
animation, decided to find his:own 
solution to the deficiencies he saw 
in pre-canned animation. 
Developed over two years, Frontier 
Development's R- TAG (RealTime 
Animation for Games) is the closest 
step towards true non-linear 
animation Edge has seen, “We 
were aware of the problems with 
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The movement of all tha creatures in tha Dog's Tale world is exquisite. Walk by another animal and its eyes 
and then head will follow you; pester it for a while and it will playfully chase you around the landscape 
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animation systems such as R-TAG 


will bring a greater degree of subtlety 
to garnes. A character's animation will 


alter depending on many variables in 
the дате. “Because the animations 


-are being done in realtime, we can 
blend several inputs together to 
‘show tiredness, limps, general 


damage, even anger," says Braben. 
"This takes far less animator time 
(and memory) and it allows the 
animators to spend their time on 
creating secondary animations for 
thinas like clothing and hair. This 
memory saving is very important on 
platforms like PlayStation2, as it can 
be freed up for gameplay code.” 

Tha team is clearly excited by the 
possibilities of R-TAG and what it can 
bring to the development community. 
Emotional content is the end goal, 
Dut, almost instantly, Frontier expects 
game animation to improve in more 
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subtle ways. "[The animation in] 


Perfect Dark was terribly predictable 


and repetitive. We just have to do 
better than these railroaded stories." 
points out Frontier's head of studio, 
James Dixon. “It would be nice for 
other developers to adopt and 
probably improve R-TAG, but even 
if they just go away with some of 
the principles and techniques, then 
we should see a leap in the quality, 
and, more importantly, believability 
of animation in games." 


Pushing the Frontier 
Frontier-developed games have 
predominantly focused on alien 
environments populated with unusual 
creatures. The bugs in V2000 used 
the first instance of R-TAG. Individual 
legs had to be moved through an arc 
using inverse kinematics (whereby 
the joints are set up as points 

which the animator uses to control 
movement) to make sure they were 
planting convincingly. “We didn't 
realise it at the time, but they had 
also sowed the seeds for the R-TAG 
approach to animating more difficult 
creatures," explains Frontiers - 
technical director, Jonathan Roach. 
"In '83 we decided to prepare a 
demonstrator for a garne involving 

a dog as the central character. We 
needed something up and running 
quickly, зо we revisited the V2000 
leg code to adapt it for a dog." 

The difficulties in animating 
quadrupeds have proved incredibly 
challenging, and the process of 
putting R-TAG together has been 
far from smooth. "It has proved a 
much harder nut to crack than we 


first thought, but now we're there it is 


very satisfying to have," adds Roach. 
"We have achieved a great deal, but 
at a cost in artistic design. Our 
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| current work is focusing on improving fewer challenges. Frontier is currently 
` the workflow ~ making the designers’ animating humanoids for Elite IV. 
` jobs much easier. The previous ` With a person, the task is much 
Буг revision had its own tool to design. easier," explains Roach. "Al gaits 
the animations. Although our artists are left- -right- Jleftt-right. " The main | 
‘have achieved some remarkable | “-- advantage is the designer doesn't 
__ unu .. results with this, itwasveryhardto —— need to worry about ensuring the 
Р Г m . де them this good. We stood back movernent matches the limb motions 


са Ec | and looked at the best way to of a particular character. There is no 
wane NT E ши prepare the artistic side of R-TAG need for special animations for 

УУЛ 7 ШИН animations, and concluded that | 3 turning, stopping, and starting. The - 
XC 1 al using off-the-shelf tools such as 30 net result is a smoother-operating 
. Studio Мах was the way forward, з дате with fewer animations, and 
The first | game to take ful hence quicker game, development." 

advantage | ofR-TAGwilbeDogs — Though Braben | is still coy about 

Tale-agame which is midway сет ects of Elite IV, the addition 





through its development cycle. * ` of realtime animated characters in the 
itis clearly targeted ata younger | |  . game provokes speculation that Ейе 


р gn -Mwl be taking on a human aspect 
Қ? -3 M^ S Ene: 15 рас се е Stations on and 
E cd ><: interacting with the many characters 
\ ` Frontier i is designing seems assured. 
. The title's online functionality also 





which often occurs ; when every fame اا‎ hints at wonderful ‘possibilities, and 
has been meticulously rendered, but 30's data- -scanning techniques (see 


not blended well, There is also an ` ‘Bringing с characters to life") will 
unprecedented sky f ERÊ ` provide gamers with the opportunity 
over undulating surfaces, and, - of entering the Eite universe and 
crucially, other animals respond =  recognising friends by looks alone. 
to the presence of the dog with — “Іп an environment enlivened by 


aanta "a е _ Н-ТАС, the discerning gamer will - 

Г Uccessfuly | immediately notice the difference. 
brought quadrupeds to if, the teen "We want to put the chemistry back - 
is confident that bipeds will present | nto gar 6.” " enthuses Jonny Watts, 
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Elixirs Republic: The Revolution will have a cast of hundreds. A huge list of animations have been created and split into character sets, such as military and 
business. These are then broken down inta passive and aggressive states. ‘Onion skinning’ will be used ta give the effect of motion slowing when bullats hit flesh 
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Frontier's head of production. "If a 
player walks through a crowd of 
people, they will react. Eyes will follow 
the player, heads will turn. There will 
be a greater degree of subtlety in the 
way people react to vour achons. The 
perfect gameplay environment can 
now be created." 


be able to react to his or her 
environment. When they get shot, 
the animation will crumple and fall 
according to their surroundings. You 
could run through a crowd of people 
and push and jostle your way to the 
other side, each person causing a 
knock-on effect, like a wave – your 


“We want to put the chemistry back 
into games. If a player walks through a 
crowd of people, they will react. There 
will be a greater degree of subtlety in 
the way people react to your actions" 


Team Soho also sees animations 
in realtime as the Holy Grail for future 
game content. It will be interesting to 
see if their first steps in this area are 
successful. "We are working on 
integrating [our animation] system 
realtime into The Getaway," claims 
Moore, "This allows our characters 
to react to the player's actions. The 
pedestrians will scream and show 
fear when you pull out your gun. 
They will cry out in pain when hit 
by your car." And in the future? 

"The next sten is to have dynamics- 
based animation systems. 
Characters will have bulit-in collision 
and inverse kinematic systems. When 
this happens the character will really 





тип animation altering realtime as you 
yourself are pushed around." 


A worthwhile effort 

Such research and experimentation 
into realtime animation is admirable. 
The first fruits of such labours will 

be subtle, but that effort is being 
expended in this area is a positive 
sign. “We wouldn't have developed 
the system if we didn't feel it was 


going to bring something great to our 


games," states Dixon. “The principles 
behind it all are extremely exciting. 
and have implications which will 
affect the whole industry and the way 
in which it approaches animation, 
storytelling, and direction in games." 


They do indicate the first steps 
towards unified behavioural animation 
systems, which will incorporate Al 
with animation to bring impressive 
levels of spontaneity to games. 

Richard Spohrer, product 
director at Softlmage, believes that 
such systems will usher in the fourth 
generation of animation technology. 
Softimage XSI is already delivering 
the tools to animators to produce 
more dynamic cutscene animation. 
“The third generation of animation 
systems are non-linear,” explains 
Spohrer, “The fourth generation will 
be behavioural. This is the process 
of adding a level of intelligence to 
your animated content. At the most 
simplistic level it could be something 
like a crowd simulation or flocking 
behaviour. We are looking at the 
process at a much deeper level, 
| have no doubt that behavioural 
animation will be a major factor 
in the next 12 to 24 months." 

Though XSI is mainly used for 
cutscenes, the techniques being 
built into the next installment of the 
package could point the way forward 
for game content both in realtime 
and in cutscenes. 

It is indisputable that realtime 
animation will become a major force 
іп games over the next few years, 
but, like early motion capture, the 
results are likely to be sketchy until 
designers realise the full potential 
such techniques can bring. And 
where time is saved due to 
sophisticated blending techniques 
and user-friendly interfaces, much 
effort will need to be expended on 
creating scenarios which can take full 
advantage of the processes involved. 
While the animator will be granted 
mare time to explore his creative side, 
the humble coder may see his 
workload increase tenfold. 115 





Talking Heads ls a complete system which incorporates facial scanning, animation, and speech. А 4,000-palygon model will be used far extreme close-ups in cut- 
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scenes with the amount coming down to 1,500, including tongue, teeth, eyelashes, and hair for the game. Each character is voiced and acted by the same person 
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Though many artists have already generated incredible likenesses of the human face, 
the animation of individual features has proved troublesome. If developers are to wring 
tears out of Sony's Emotion Engine, then tools have to be created to elevate facial 
animation above that of a ventriloquist s Gurmmmy. 

Facial capture technology, including that of 3Q, Digimask, and Cyberextruder, 
may provide the raw data but it still requires developers to use it effectively. Colin Wren, 
lead artist at Digimask, points out the hardships involved: "It's so difficult to actually pull 
it off, because if you go down the route of providing photorealistic images, then any 
aspect which falls even a tiny bit short looks obvious." 

Digimask scans in a photo and produces an image made up of 6,500 polygons in 
three minutes. There are 55 influence points across the face which can be manipulated 
to simulate speech and emotion. Further adaptations to eye movements and expressions 
can then be made by animators. The technology is already being used by Evolution Studios 
for driver facial expressions in Wong Rally Championship 2001, and Elixir is using the system 
for its cast of hundreds in Republic: The Revolution. 

30 is also a notable exponent of such technology, and can scan an image of the 
full body into a game. Indeed, booths in US branches of Babbages offer the service for 
a small fee. Although predominantly used for FPS titles, David Braben is using 3Q's 
scanning technology for his current projects. ЗО also offers a novel solution to the 
problem of lip synching. “An actor is scanned saying their lines," explains Braben: 

"There is a microphone in the booth to capture the speech. This 3D data is then 
processed into.a sequence of 3D models at the chosen capture rate. This can then 
be imported into a developers own system, or with a further level of processing, 
into R- TAG where the animation components are extracted." | 1 

It is clear that a strong emotional connection will not be made with game characters 
until facial animation improves. But Braben predicts a more remarkable future for such 
technology. “Ultimately, we expect to have devices in the home that can capture and 
steam animations directly in to games, so that when you shout and gesture to 
someone in a game, your game character does the same shouting and gesturing." 


30 and Frontier are 
working in partnership 

to bring A-TAG and facial 
scanning together. 30 
booths will be arriving on 
these shores later this year 
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The medical profession originally 
used 30 technology to reconstruct 
faces after disfiguring accidents. 
In а peculiar twist, gamers can 
now distort their images and 

even add blemishes and scars 
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Pay attention 
Keeping you coming back 


hadow Of Memories is a complex, muiti-ending 
adventure game, which, rather than clamouring for 
attention via shock tactics and violence, makes a bid for 
your attention with. stunning atmospherics and a cleverly 
threaded plotline. It faits. Conversely, Phantasy Star Online 
(below) makes only a vague attempt at a coherent story, offers 
an utterly linear blast ‘em all experience, and an abhorrent 
oneplayer mode. and is easily one of the best games 
Edge has played in the last 12 months. 

Experience both, and it's clear why. Phantasy Star Online 
might have a deficient oneplayer structure, but Shadow Of 
Memories barely has one at all, preferring to rely on its strong 
narrative to carry the game through to its five different 
conciusions. It's a noble idea ~ the gaming world's most 
recent attempt on the life of the novel, if you will = but it 
doesn't work. Why? Because as charming. as Konami's 
clever threadweaving is, it's not fun. We play games expecting 
interaction, and though Shadow Of Метолез allows us that 
privilege. It does so only on a limited scale. It's still essentially 
a book. It's a Choose Your Own Adventure, except we're never 
made aware of that when we're allowed to tum the page 

Play Phantasy Star Online 1,000 times; and your second 
mission will always be the sama, regardless of your progress 
in the first. You can't choose your own adventure, but you can 
choose your comrades, and that's enough to transform each 
game. It's genius, almost infinitely satisfying, but it's not 
something limited to multiplayer, The hyper-principled Deus Ex 
may hammer home its anarcho-choice structure with limpet 
mines and judicious use of the sniper rifle, but it's not the 
death that makes it special: it's knowing that each death could 
matter. It has only four different conclusions — one less than 
Shadow Of Memories — but each game feels different, and the 
player is always aware they're making crucial decisions. The 
final scripted memorial to your path is an irrelevance next 
to the memory of the thousands of choices preceding it 

That's how it has always been, Tetris rockets, Mario Kart 
tickertape, PaHappa concerts: celebratory moments all, 
but they're not why the games are so well regarded. Multiple 
endings are a bonus, not a replacement for a solid game 
dynamic, and that's why Phantasy Star Online succeeds and 
Shadow Of Memories fails. Five resolutions may force gamers 
to revisit a Game five times, but coding the gaming 
equivalent of crack will hold their attention forever 
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t looks heavenly from the images, 
| but when people have such high 
expectations from a game, it's easy to be 

uckered into believing something's there 
when it's not, Consume the rumours and 
predictions across the Internet and you'll 
find it's a socially acceptable EverQuest 
or it's Diablo N in full 3D, or it’ 
happens when marshmallow J-pop 
meets Dungeons & Dragons. There's 
some truth in all of these assertions, but in 
reality Phantasy Star Online stands alone 
thanks to its elegant interpretation of 
Naka-san's one-world vision, and the 
hypnotic atmosphere that comes 
attached. It deserves better than to be 
described as a corruption or advancement 
something new, 


s what 


of an existing titie: this is 
and it feels like an epiphany. 
+ А ӛт A жығатын 
Іпа fai ryt ale Degqans құ th tne Creston 


ғат em pem Pee or 
от а character 


you dress them in vivid 
pastel shades and then stretch them into 


shape. This is astonishingly configurable, 
ially given the limitations of the host! 
system. and enables you to pick an 
attractive near-unique online identity for 
whoever you're choosing to be. Edge, 
assuming the guise of a g 
and the personality of record label Digital 
Hardcore's Alec Empire, slips into ro 
slips away. Connect to Phantasy Star 
Online and it's like closing your eyes 
and appearing in someone else's dream 
Open them again, and you're still 
there, and so are the others. They appear 
slowly at first, like your vision's taking time 
to adjust to Naka-san's sugarcoated future 
- then there s one, five, ten of them, fizzing 
into view as the Dreamcast loads their 
hazily sweet imagery. They're playing 
on a different continent, or just up the 
road, but now they're here, and they're 
talking to you via one of PSO's three 
dialogue systems. Wander around 





Before embarking on an adventure, it's 
wise to take a trip around town to stock 
up on supplies. Visiting the Hunters Guild 
will allow access to a Vanety of subquests васп lobit y anti you Л find clusters of 


transcontinental conversations. "Hello > 
aMis 
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Alec Empire says а Japanese guy. “Lo 
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Who wouldnt? Stil, behind all the talk 


lies a structure less revolutionary: kill ал 


vel. and move to the 
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the monsters опа і 


Without a strafe or. 
Gauntlet than Zelda. 
that the oneplayer ғ 


/-lock, the combat is more 
1 E the game so 
on becomes boring 











Developer In-house (Sonic Team) Price: £40 
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Using PSO's close-combat weapons means you inflict more damage on opponents, but leave yourself 
open to attack. Beginners may wish to buy a pistol and take shots at enemies from à distance 


next. Without a strafe or Z-lock, the 
combat is more Gauntlet than 2 da. 
In fact, it cheapens 
an extent that the action is quickly boring 
in oneplayer mode — run away, turn, fire, 


the game to such 


run away, turn, fire — and provides little 
y should anyone 
expect it to? The game is titled Phantasy 


Star Online for a reason, and those 


longterm interest. But wh 


s&anpointed b 


ignonng this will be disap 
tne endless rapetilion 
Connect, though, and suddenly the 
combat dynamic falls into place. Those 
with guns pro 
Dladed weapons, the casters providing 
healing and attacking reinforcement for 


се cover тог those using 


both. Different team combinations bring 

different gameplans, experienced players 
help the weak, and items аге d 
amongst the fighters. Naka-san's hopes 


that players would fall out over stronger 


weapons don t seem to have materialised, 


"ава fairly 


as PSO is essentially a co-operative 
game and you'll be hard pressed to 
find a friendlier online community. 
Everyone watches each other's backs. 
Everyone smiles when the dragon gets 
slayed. "Congratulations! > 
says the Japanese guy. Thanks. 


Alec Empire," 
You too. 
It's genuinely rare that a game both 
cels and innovates to this extent while 
remaining effortlessly simple. Some wil 
curse that simplicity, declare the game 


as to 


LY ای‎ 


i straightfon T n or the storyline 


overly linear. They're missing the point 


Atmospherically V. Dh: antasy Star Qni ina 
is absolutely without rival, and that's what 


it makes it emitido. Those who prayed 
for safe passage for Naka-san' 
rest easy, because this is a bewitching 
world fired wit 
More simply, it's 


s vision can 


h stunning creativity. 
a dream. 


Edge rating: Nine out of ten 
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Phantasy Star Online isn't a territorially 
huge game, but it still offers a near-infinite 
gaming experience. Four zones, each 
subdivided into a series of levels, comprise 
you and your team's investigation into 

the problems on planet Ragol. That's the 
main quest sequence, playable on three 
separate difficulty levels according to your 
character's level. Further subquests are 
available on request, and more are 
downloadable, but it's not the wealth of 
missions that make PSO's scope so epic – 
it's that the game experience changes with 
every new group of people you meet. 
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After two outdoor levels, Phantasy Star's pastel mood becomes darker and subterranean. The basic game structure in the mines, caves, and ruins remains the 
same, however, though your team's strategy may change as you encounter tougher monsters. Weaker players will find a keyboard essential to cry for help quickly 
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Format Nuon — Publisher Hasbro Interactive Developer Jeff Minter Түсе 530 (£21) Aeiease: Out now (US) March (UK) 

| ssuming such things were possible, 
A to spend some time inside Jeff 
Minter's mind would almost certainly be a 
unique expenence. Other developers who 
coded around their own intriguing ideas 
during videogaming's childhood are stil 
working in the industry today, of course, 
but few - if any — can claim to have stuck 
with their personal ideology with the kind 
of conviction as the father of the likes of 
Liamatron has over the years. 

If his previous titles have consistently 
demonstrated this, Tempest 3000 settles 
the issue in such a convincing manner as 
to leave no doubt regarding Minter's 
motivation. ТЭК exists because he 
simply wanted to play this exact game – 
he has designed it according to a 
personal doctrine. You can't begin to 


imagine that at any time there was 





any concern regarding how the average 
gamer might interpret the results - and 
the game is undoubtedly better for it. 

In truth, there's nothing remarkably 
revolutionary about this third Tempest 
update (Tempest X, released in 1997 
2 the PlayStation, was coded by High 

Voltage). This won't come as a surprise 
to anyone who has followed its 





To make things even more memorable, 
the game is crammed with samples from development on Minter's own Web site, 


Minter's goats and his sheep Flossie. of course. Or, for that matter, anyone 
New weapons and levels are just a bonus 


fortunate {ог discerning) enough to have 
experienced 72K (see ‘Tempest fugit’), 
Why mess significantly with a near- 
perfect concept when а few careful, 
considered tweaks will do? As with T2K, superb visuals are beautifully supported by a suitable soundtrack which incorporates some 





Tempest fugit 








байн зөн mE EM LE 167 in OST TINI y E желт And an iba ten visdals have wild stereo effects, further drawing you into the game. The outcome can prove insanely enchanting 
machine in their local arcade that they undergone the kind of psychedelic 
rather liked. Tempest, the work oF then Atar treatment that would intimidate the varieties of opponent also display their engulfs you like few others, and, provided 
icine the AA a most ardent Flower Power devotee, гош benavourss and attack pattems, you have the right environmental setting, 
the rage. Like many of its counterparts, the play mechanics of the game knowledge of which becomes crucial if will keep you іп a trancelike state for a 
its premise was remarkably simple yet remain the same — as the Claw, your you plan to live long enough to make surprising amount of time — it's not 
the execution exemplary. In 1994 Minter task is to blast anything and everything it on to the high-score table uncommon to find a couple of hours 
took this already addictive product and adventurous enough to make its way Naturally, the further you get, tha have suddenly elapsed over what 
masterfully enhanced its playability бу up the web into an early spacial grave more complicated things become. While seemed like only a few minute 
ME Occasionally, some will fire at, try initial webs are remarkably simplistic, on Yes, it is repetitive. But only in the 
been challenged. Sadly, Tempest 2000 to electrocute, or arab you. Conversely, later levels your opponents cause them same way that Tetris is. Tempest 3000 
premiered on Atari's ill-fated Jaguar and you'll learn to Casually remove Flippers, to spin and/or alter their structural matches Alexey Pajitnov’ 5 masterpiece 
far too few experienced its delights discourage Spikers from cloaging up the integrity, resulting in some particularly for playability and may beat it in terms 
web, and hate Pulsars with a passion. anxious gaming moments of player involvement. It's beautifully 
In common with this trio, the other 16 Furiously frenetic action has always balanced, too, constantly forcing you 
been Tempest's essence, and 73K is to take risks if you seek the points - 
5 = === no different. If anything, things are even yes, you can use the superzapper (smart 
| he VISL ialis n ave unde ДОП Ға {| һе KING OT more berserk here. Onlookers may find bomb) and clear the screen, but have you 
psych edelic treatment that would int tim idate И impossible to tell what's happening, noticed that every time you do, you lose 
! | э а but the player is never left wondering your multiplier bonus? The game also 
tne most ardent riower | С Wer dev otee how or why his/her Claw has suddenly boasts an adeptly judged difficully curve 
been sent to plasma heaven. The game Chances are many of today's gamers 


Occasionally, too much onscreen action reveals the 
odd instance of slowdown, but it's not problematic 


psychedelic genius. And in an industry 


currently obsessed with increasingly 
e they FPSs, RTSs, 
MMORPGs, or whatever, it's infuriating to 


complex titles, be 


find it difficult to convey just how appealing 
the purity of this title becomes. 
Edge certainly isn't suggesting 
you should go out and purci а 
Nuon-equipped DVD player just to 
sample the delights of Tempest 3000. 
However, if you are thinking of upgrading 
your existing movie-playing machine, the 
arrival of this brilliant update should prove 
an extremely convincing argument for a 


Nuon-badged rectangular slab of 


consumer electronics. Now, who 


said bedroom coding was dead? 


Edge rating: Nine out of ten 


peat‏ ا 


темен ынны. 8 00” 


Тһе real beauty of Tempest 3000 lies in the playability more than іп the admittedly attractive visuals. Minter has taken а wonderfully clean premise and 
updated it for the 21st century - few games nowadays prove as compelling, despite this title boasting play mechanics drawn from videogaming past 
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The time zone screen keeps track 
of your location and the places you 
can transport to. The time travel 
animation is initially impressive, 
but pales after multiple viewings 


Shai 


Format: PlayStation2 — Publisher: Konami 

















ould the interactive movie finally be 

C about to come of age?' wondered 
the Shadow Of Memories preview in E89. 
Well, that depends. If coming of age is the 
same as maturing — a deliberate move 
away from the teenage nonsense of Night 
Trap and Voyeur, and into something more 
of an appreciable art - then maybe it is. 
But if the implication is that the Shadow Of 
Memories dynamic might hold the key to 
some game/film crossbreed nirvana, then 
the question couldn't be more misleading. 

still, if we're to judge it on its dramatic 
aspirations, then it's a vaguely spooky 
time-travel piece, reminiscent of a Sunday 
evening BBC serial. The set design stems 
irom small-town Germany, and the script's 
a bit of Christopher Nolan's 'Memento', 
a bit of Spielberg's 'Back To The Future', 
alot of generic movie cliché, and a 
philosophy that could pass for 'Cause And 
Effect For Dummies’. After being stabbed 
to death in a street attack, Eike, the 
game's ponytailed hero, finds himself given 
a chance to slip back in time and change 
circumstances so the attack never took 
place. If he succeeds, then he's attacked 
somewhere else, and has to use his 
pocket time-travel device to alter that, and 
so an. Four time zones exist: the present, 
the 1980s, the 1900s, and the 1580s, and 
changing something in one alters 
situations in the subsequent periods. 

As far as it goes, that part of the 
game is acceptable. It's not that the 
situations or controntations thrown up by 
the plot are predictable, nor that the twists 
and turns disappoint — it's that everything's 
handled so childishly. Maybe something's 
been lost in the translation, but blame 
shouldn't lie entirely with the cartoon 
acting, because there's something missing 


There's something missing at Shadow Of 


Memories’ he 


art. [he feeling pervades that 


you're watching mannequins playing out roles 





0/4 


at Shadow Of Memories’ heart. The 
models may be as perfectly curved and 
carved as the backgrounds, but essentially 
they're blank, as empty as an untouched 
canvas. The feeling pervades that you're 
watching mannequins playing out their 
roles. It's a puppet show, not a film. 

Worse still, it's a puppet show that 
offers little audience interaction. Despite 


low Of N 


Developer: In-house Price: Y6,800 (£40) 
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The city changes through the ages, but always looks impressive. Interestingly, the earliest time period 
is rendered predominantly in sepia tones, and the 1900s (above) are pictured as black and white 


the much-vaunted multiple endings, 
your opportunity to affect the future 
is limited to simple scripted events. 
Everything, save the sparsely used 
object-manipulation menu, is controlled by 
the circle button, and your prime method 
of interaction is walking up to people and 
talking to them, Shenmue-style. You press 
circle on an old woman, and she talks, 
and a little piece of that chapter is solved. 
You press circle on a young girl, and she 
talks too, and another part of the time- 
warped puzzle slides into place. You spot 
a gentleman in the gorgeously constructed 
café, and you press circle next to him: 
he's not interested. And then, thanks 
to the vagaries of time-travel, you see 
yourself slumped on a nearby table. 
For want of anything better to do, 
you press circle on yourself. And 
you die. Properly. Game over. 

Fans of dimensional theory 


EDGE R9 


might say your instant evaporation by 
paradox is predictable, but in the context 
of a dynamic that requires your willingness 
to test absolutely everything with the circle 
button, it’s incredibly frustrating. Worse 
stil, there's no chance to learn from your 
mistakes, since the situation never 
reoccurs. The result? A pointless 

sense of caution, and a feeling that 

every moment of interaction is Russian 
roulette. This is a shame, because when 
the strands of the story are finally drawn 
together, there's a feeling of satisfaction 
and closure often lacking on completion 

of other games — a sign of the thought 
and time that's gone into the plot 
structure. If the same amount of care 

had been placed in the game dynamic, 
Shadow Of Memories might have E 
been less of a disappointment. TE 
tten 


Edge rating; Four out О 


I'm sorry I'm so late. 


It's a time travelling device. It can 
ре used at certain moments only, 
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"What" yourself. you're 
the one who broke the seal. 


All the cutscenes are executed with the game engine, which lends a coherent feel to the adventure. 
Unfortunately, too much of your time is spent watching the action rather than participating in it 


Decision making 


The game occasionally asks you to make decisions, 
but its a false freedom. A house is burning down, and 
a child asks: "Won't you save my grandfather?" Say 
yes, and you enter and die - but that's all right, It's а 
plot-developing death, not a game-over death. Say no, 
and... nothing. You hang around, with nothing else to 
do but approach the child and tell him you've changed 
your mind. The burning building still kilis you. Death is 


The inventory screen behaves like those in countless adventure games, but is used sparsely throughout abligatory, but since death's essential to the plot, that's 
the eight-chapter story. A glance around the art gallery reveals paintings which change as you alter history fine: it's the thin facade of choice that dismays 








Your actions trigger sequences of 

FMV throughout the game, These are 
stunning, particularly the introductory 
battle sequence, and excellent directed 
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nimusha 


Format: PlayStation2 Publisher: Capcom — Developer In-house 


ave the princess, slay the demon 
Survival horror has always been a 
fairy fale genre, and Onimusha proves no 
Steeped in Japanese history 
(chronologically just preceding Kessen's 
okugawa ега) and spiritual mythology, the 
plot here has hero Samanosuke and his 
female companion Kaede trying to rescue 
Princess Yuki from her evil kidnappers. 
Survival horror is perhaps a genre that – 
in this form at least — is on its final trawl 
through gamers’ wallets, too, since there's 
an overriding feeling that next-generation 
systems really ought to be offenng us 
something more than polygonal characters 
wangenng around prerendered backgrounds 
Sha was ongmnally 
PSone game, and, however 


exception 


No matter; Отти 
СОПСЕНУӘСІ аз 
much that shows in its simplistic execution 
this is also apparent in the well-developed, 
rounded game structure 
Biohazard ve 
in to the Onimusha dynamic a simple case 
of adjusting to the high-resolution visuals 
and the predominantly close-range combat. 
Others may find the standard D-pad control 
disconcerting next to more instinctive 


terans will find slipping 


initial 
analogue-based systems. Though it soon 
become natural enough for inter-room 
exploration, the control method isn't best 

о the speed 

of movement that's often required. A Quick 
spin executed with the R2 button goes some 
way towards easing the problem, as does 
the hesitancy of the enemies. Sequential 
presses of the attack button execute combos 
of slash, spin, and stab moves, w 


ith special 
critical hits on offer to those who time their 
blocks 


5 slain, his spirit ses and can be captured 


suited to sword combat, due t 
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The triangle button executes a special move unique to the sword you're using. The thunder sword 
unieashes a series of lightning blasts against the enemy, and should be saved for the section bosses 


within your sword, adding an experience- 


pont structure to the standard dynamic 
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However, for a œ 
loosely — within the survival horror circie, 
there's not a lot to horrify here. Naturally, 
the warped Capcom creations whose 


sole purpose Is to have their souls stolen 


This odd little centipede enemy offers players the chance to travel to the Dark Realm. This are 20 levels 
of non-stop combat, with access to the game's best weapon as the reward for those who emerge alive 





are gruesome, and gutting them isn't 


without its gory charm, but the game isn't 
really played for shock value. There are few 
real moments of panic - even the standard 
survival horror staple, the enemy that crashes 
In from nowhere, is 
visceral destruction aplenty, but it's still 
more Final Fight than Mortal Kombat. 
Puzzle solving is limited to the 
occasional minigame and brief find-this-go- 
there passages of play. Simplistic, linear, but 
mindlessly enjoyable, this is another pointer 


underplayed. There's 


to the game's PSone heritage, which often 

becomes all too apparent. Its the little things 
that spoil Onimusha's well-scripted flow, like 
the jarring pauses when the FMV cuts back 
to the (visually identical) game, 
character s inability to climb stairs. He won't 


Or your 


open doors, either — press circle on the frame 


One point in the game sees Kaede crossing a 
furnace floor, Typically, her journey must be 
timed to avoid the sporadic jets of flame 


The striking organic backdrops are gloomily lit, 
something unlikely to surprise veterans of the genre 


Hack, the next 


vantage of its host technology something 


? While it's 


Onimusha should be darnned for 
certainly disheartening, the antique dynamic, 
ind all, carries the titie. Essentially, this 
5 a good game: not a агаа 
to the work of geni me may have you 
believe, but not something anyone should be 
embarrassed to own. Н stands solid and 
(онон amongst shelves otherwise packed 
with mediocre, lacklustre software, and that's 
igh for PS2 gamers to 


consider it adding it to their collection 


Seven out of ten 


Replay incentives 


Although Onimusha won't take long 

to complete, doing во provides you 

will an overall ranking (the maximum being 
Onimusha itself) and the incentive to replay 
for a higher score. Extra costumes and a 
'Special' difficulty level are available, as are 
extra weapons for those prepared to search 
every corner of every well-rendered room 
the game has to offer, Other bonuses 
include Oni Spints, a subgame which 
reveals itself should the player find ail 

20 hidden flourita crystals, and a trailer 

for the inevitable Onimusha 2. 
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Severance: Blade Of Darkness 


Format; PC Publisher Codemasters Developer Rebel Act Studios Pree: £30 Belease- Out now 





Character flaws 


In Keeping with the stereotypical setting, 
the four playable characters in Severance 
are suitably archetypal. Tukaram, for 
example, is the Conan-style barbarian. 
while Naglfar is the redoubtable dwarf, 
Zoe the amazonian warrior, and Sargon 
the knightly all-rounder. The opening level 
of the game is different for each one, and 
all possess a unique set of special moves, 
but given that there is barely enough 
incentive to complete Severance once, 
their inclusion is slightly redundant 


Although a nice addition, long-range weapons 
add little to the mix (below), and sudden death 
obstacles such as falling boulders (bottom) 
contribute to the uneven pace of the game 


Although each character has their own set of special moves, the differences are largely 
cosmetic because poor collision detection adds a significant random element to combat 





















he twin selling points of Severance 

are some impressive lighting affects 
and а super-abundance of blood and доге, 
Wow. The novelty value of gushing blood 
and hacked-off limbs 15 negligible, thanks 
to countless predecessors like Soldier Of 
Fortune, while pretty shadows are impressive 
for about five minutes before the realisation 
sets in that this plays like an object lesson 
in how not to design a videogame. 

From the hackneyed and stale 
environments, characterised by bland 
and repetitive textures, to the ludicrously 
cumbersome control system, it is staggenng 
to think that this is the culmination of nearly 
five years of development, and it is mystifying 
that Codemasters has chosen to publish it. 

Uninspired level design contributes 
to uneven pacing, with spiked pits and 
collapsing bridges making sure that the 
inad screen is as much a part of this game 
as deficient Al and the need to smash crates. 
It also serves to highlight some serious 
clipping problems, and a control mechanism 
that manages to overcomplicate the tried- 
and-tested FPS standard. The lack of a 
strafe button is a serious oversight, as 
is the convoluted run command, which 
requires the forward key to be double 
tapped. The real problem, though, is thal 
the animations for ingame actions can't 
be interrupted, which results in a sluggish 
response time and a loss of sensitivity. 

While all of this would be more than 
enough to damn any title, Severance has 
more in store, because the combat 
procedure, which is the real core of the 
game, is just as flawed. At its heart is a 
beat em up combo dynamic, boistered 
by a simplified RPG-style level advancement 
Although this is an interesting concept, it is 
undone by poor collision detection and a 
fatique bar that serves no purpose apart 
from preventing the player from attacking 
when they least expect it. To compound 
this, the effectiveness of special moves is also 
nindered by substandard collision detection, 
as well as lengthy animations, and the кхж-ол 
targeting system doesn t work — which is 
unforgivable given that this was perfected 
in Ocanna Of Time two years ago 

Some technohead PC owners will 
undoubtedly find solace in Severance as 4 
technical demo with which to impress their 
friends. Anybody expecting a rewarding 
game would do well to steer clear 





Edge rating: Two out of ten 


Format: PC Pubishe: Rage Software Developer: In-house Ртсе £30 Pelaase Out now 





C lever, clever Rage. Faced with an 
insular PC market that rejects arcade 
games time after time, the company has 


realised that the only way in is Dy infiltration 


Few games based on pure adrenaline 
Ev Lil s LUCI LI pure ЛЕС кш МЕ 
= PS mu ЇГ Се л р И Rm, rum „ eum 
outside the FPS genre manage to make 


an impact, but give your project а panning- 
map screen and some small element of 
resource management, and the wannabe 
PC strategists will flock to it. Or that's 

the theory, at least, but as those same 
strategists know, sometimes you 

need more than just a pian. 

Hostie Vaters sees another utopian 
tuture about to be damned by a cabal of 
evil masterminds. Since this is a universe 
where war is passe, humanity is vulnerable 
Thank goodness, then, for the reactivation 
of a long immobile über-troop-carrier, and 
your expert battle management. Gather 
resources, regenerate them into vehicles 
and send the vehicles to destroy: (5 a 
formula that'll be familiar to most PC 
gamers. Except this isn't an ATS, 
despite a dash of the same dynamic 

Each of the constructed units can 
be controlled directly by the player, as a 
thirdperson shoot 'em up (or gather 'em 
up, i! you choose to step into the harvester) 
The other option is to direct them via the 


man, then leave them in tne i 


Vh 


omrmand ot 


chips containing the personalities of dead 


soldiers. It's not a new concept, as fans of 





classic 20004D strip ‘Rogue Trooper’ will 
An air attack is effective against ground forces, 
but enemy helicopters are usually quick to react 


testify, but It's one that applies itsell 
perfectly to the title. Place a gunner's 
chip іп а resource-gatnenng venicie, 


nd һе! whine about not seeing enough 
= t 


ыз Сл. 
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action, Place а pilot's chip in a helicopter, 
anda he ll perform better, going about his 
business with violent enthusiasm 

Place yourself in the hot seat, though, 
and the game proper begins, because 
Hostile Vvaters has a heart that's almost 
purely arcade. You still need more than 
just a plan, but this time it's not luck that ll 


swing a conflict, it's your own skill. Still. good 


Engine performance 


planning will mean you don't need to fly 


The engine behind Hostile Waters has been 
in development for three years, sornething 
that's apparent in the in-game physics, 
Shoot a telecoms tower midway up and 
you can watch the top section keel over 
and tumble down the hillside, or fly your 
‘copter over the wreckage of an opponent 
downed at sea, and you'll see it get siowly 
washed to shore. The engine was also 

x Resource gathering might not be the most exciting job in Hostile Waters, but there's nothing to stop you used in Wild Wild Racing. and Rage is 
Edge rating: Eight out ot ten doing It yourself if you want. Still, it's much more rewarding to command an attack helicopter of hovercraft planning to use it for future releases 


faultlessly - Rage claims it's possible 
though by no means easy, to beat the game 
without ever taking control of a vehicle - 
while fast reactions and good piloting can 
compensate for poor strategy. It's an 
excelent balance, and one that deserves 

to creep into the collections of the 


mm. A =. тайл. — гъ — ты. єч 
ҒА, таппи, whatever its genre is. 
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7 Blades 


Format. PlayStation? Pubtsner Konami Developer In-house (КСЕ East) Prce: Y6,800 (E40) Беесасе Out now (Japan) April (UK) 





The lock-on function works more convincingly 
with Yuri. Her dynamism ~ which includes 
climbing scenery - also makes her more 
interesting than the brutish Gokurakumaru 





Weapon energy 





Each weapon can deliver а more potent 
attack when its energy gauge has reached 
maximum, This is hardly a startling 
innovation in a fighting game, but 

the pyrotechnical accompaniment (8 
mpressive nevertheless. The slowdown 
produced by such attacks is intentional 
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Тһе scenery throughout 7 Blades is varied, if not the most detailed Edge has seen on PS2, The narrative 
changes subtly depending on which character you choose and as other colleagues come to your aid 


ike Kaizo Hayashi's fms, 7 Blades 
L wil probably struggle to finda % 
massmarket audience, but it certainly 
deserves cult status. The director of ‘The 
Legend of Zipang’ — on which the game is 
loosely based — has thankfully brought all 
his trademark touches of fantastical imagery, 
nutty créatures, and idiosyncratic characters 
to the game. It is unfortunate, than, that his 
artistic vision has not bean matched by 
similarly engaging gameplay. 

The plotting іп / Glages is unusual for a 
videogame in that it is unveiled with economy 
and style. Hayashi's fusion of 18th century 
history and his own distinct sci-fi mythology 
gives the game an appealing freshness. 
Delignttul moments abound, too: wander too 
close to a seemingly inert scarecrow and it will 
animate for a bnef moment. Such touches 
generate а безге 10 explore every avenue 
of the game. But the praise must stop there 

Dispatching ridiculous numbers of 
enemies in 3D arenas is an appealing 
yemise, but those who have already 
sampled the delights of Dynasty Warriors i 
will be disappointed to hear that КОБ.) Easts 
effort lacks the polish of its close cousin. Like 
so many games venturing into SD, 7 Blades 
suffers from a badly implemented camera 
system and an over-fiddly lock-on function 
The chase camera is particularly indecisive, 
and while the player can alter the view 


Үл 


manually (with the shoulder buttons) 
this proves slow in the extrema. 
While two characters are playable In 
the game – Gokurakumaru and Yuri = each 
suffers from a lack of sophistication in terms 
of fighting options. The imaginative 
implementation of the seven katana weapon 
system should have been the titles strongest 
card, but while some bosses require the 
selection of the most appropnate blade 
Gokurakumanu's two-handed sword 
proves most efficient in every other situation. 
employ redundant. Yuri's choice of projectile 
weapons are more oramabc, Dui, асап, Л 15 
сизаррснүйгн mat the vaned array of enemies 
which are included in the game can all De 
mown Gown in such a uniform fashion 
While 7 Blades is not without its 
charms, the clumsy implementation of 
controis and camera do not do Hayashi 
sans vision justice. While the Ше has an 
expansive personality, it simply has 
too many character flaws. 


Four out of ten 


Босае rating. 
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Format: PlayStation Pudlener Eidos Interactive — Deveioper: Kronos Digital Entertainment Prce: £390 Aeiease March 16 





though outwardly it conformed to 
the survival horror blueorint, in many 
ways the original Fear Effect was more 


урса! сі 


a traditional point-and-click 
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gameplay a one it 5 an upgrade rather 
than an out-and-out sequel. This means 
you can expect more wilfully obscure 
puzzles and frequent deaths, attractive 
anirme-influenced graphics, and the return 
of a carefully plotted narrative that takes 
place in a squahd underworld. 

The problem with this is that. despite 


ы (111! 


ы iMi 


гопсвагуе improvements snce me Tsi 


episode, there are problems inherent in 

this formula. The brain-aching conundrums 
that punctuate the relatively short bursts of 
action and FMV provide a tangible sense of 


satistaction when a solution is found, but they 


also present an obstacle to progress and 
a possiDie bamer to entry tor less patent 
гэл ыт" Т = = ی ر سس‎ rum. a ge ETT T 
gamers. (hey also frequentty result in death, 


which though an Edge buabear, is 





more bearable than usual — perhaps because 


it is in Keeping with the point-and-click 





philosophy. The fact that Kronos has cut 


Oui tha rei arc times since tha Of iginal I5 гі Although clues to the game's many puzzles can 
be found fairly easily, they are without exception 


deliberately obscure and frequently unhelpful 


Welcome addition, but another reason that 


‘i ВЭ! ane = وا‎ 71 ty i» ned orate xe 
сыеп 1 ЕНЕ ЖІГІ ГИ. LA ТЕПЕ 2 
рын Mum. La. thai thonn 2. 
шп a сү Shc 48.4 ГЕ Тэг [ j = | 
encounters add moetus to the plot 


The original Fear Effect was one of 
those rare FMV-heavy games in which 
prerenderad sequences actually added to the 


game, and Hetro Helix is no less successful 





n this respect, despite adolescent leaninas 


гүй 8 Cc. -і- colic 1 è 
at times (See 'Sexiuality) setts ). Likewise, the 
[ers ق ہج‎ ра hag тыгығң Тағаны ыты] pu um 
CONTO System nas been ngniened up a 
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nade more responsive, and combat feels 





more balanced — particularhy with regard to 


Sex(uality) sells 


One of the less desirable legacies of Lara's 
success is the cynicism with which 


boss encounters, which no longer 


hindar the pacing of the game 


cy = rJ rj Р Р = 
But while Fear Effect 2: Retro Halik is 


a Sutticiently accomplished enhancement publishers will grasp any opportunity to 
ot the onginal, it does seem that this genr market a tie by drawing attention to а Sexy 
әліп us puzzie-neavy empnasis, пах female lead. Adverts for Retro Helix have 


already had to be withdrawn because of 
thair focus on the lesbian relationship 
between Hana Tsu-Vachel and new 
character Rain Qin. During the game, 
however, this apparently mercenary 
addition is less intrusive than expected, 
and in terms of a relatively sympathetic 
portrayal of a homosexual lead character 
Неіто Helix may be something of a first 


nowhere to go on more ас 
hardware apart Tom down the more 
action-onented path that the Resident Evil 
senes has already travelled. Certainly Kronos 
has got about as much out of the old grey 
box as it i5 likely to, but for the series to make 
Ina leap to a new hardware pation the 


- : 
developer will have to ao try harder х 


— 





push at the limits of the genre | | 

re Combat is much more balanced than before, with а good range of weaponry to choose from. It could be 
H - argued thal boss encounters аге now а shade too easy, but compared to the original Fear Effect, these 
coge rund Six ten are no longer quite as invasive, leaving the characteristic puzzle-solving action and engaging FMV intact 
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g Point 


Format: Dreamcast Publisher Acclaim Oevcioner Clockwork Games — Price £40 Ниса Out now 
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Crazy Taxi revisited T 
One of Vanishing Point's saving graces 

is its highly enjoyable, if somewhat 
derivative, Stunt mode. Cleanly lifted 

from Crazy Taxi, it involves a series of 
increasingly difficult tests that require 
quick negotiation of figure-eight courses, 
360° mid-air spins, plus, suspiciously, 
the popping of all balloons in an open-plan 
arena, Тһе execution is spot on, each task 
incrementally harder than the previous 
one. The fun gleaned in this mode 
eclipses that of the main game tenfold 


STAGE TIAME 
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You expect an increase in performance from unlockable vehicles, but while Vanishing 
Point provides the speed factor, when it comes to improved grip and handling It proves 
sadly lacking. Both the frequency and possibility of a slide remain alarmingly high 





i. "rhe Priser 


iii | 





меп the crammed nature of the driving 
G genre, innovation is borderline mandatory 
for any title wishing to stand out. Clockwork 
has indeed innovated, but any sense of 
accomplishment is almost entirely marred 
by a raft of inexcusable shortcomungs. 

The innovation comes in the form of 
race structure: first place is measured not Dy 
finish position, but by the overall time taken to 
cover a set distance. Other competitors and 
non-race traffic negotiate the same set 
of roads, but are strung out along its length 
Every time you hit a checkpoint you can keep 
track of your ranking, so there's awareness ol 
your performance at all times. In theory, this 
approach should make skill as much of a 
priority as speed, but any hopes of this ar 
dashed by appalling handling and unjust 4 
Almost every vehicle, be it the stock Ford 
Mustang, or the Dodge Viper you can 
acquire later in the game, has a ridiculous 
amount of rear-end Swing, forcing you to 
overcompensate every few seconds. Control 

non-existent at speed - something 
Vanishing Point has in spades - so high 
velocity thrills are thin on the ground. 

Further irritations come in the form of 
fallow racers that ram your vehicle simply 
because it is in their path. Avoidance and 
braking doesn't seem written in the enemy 
routines, which makes for foul play in the 
inal strait of a 12-iap race; a single impact 
is enough to din) you any hope of hitting 
Ihe strict time limits set by the game 
The absence of a restart option hampers 
progression further, and with 30 minutes 
racing wasted, it's unlikely many gamers 
will care to repeat the ordeal 

However, Vanishing Point's outward 
appearance is exceptional, with the swish 
presentation fleshed out by high-resolution 
graphics, a solid GOfps, and accurate car 
modeliing. Five racing modes, a whole atlas 
of tracks, plus a 40-strong complement of 
vehicles to unlock all appeal for tolerance 
of Vanishing Point's flaws. Unfortunately, 
ten minutes of game time see these positive 
thoughts all but obliterated. Times to beat 
rapidly become lean, with circuits requiring 
tens of attempts before the necessary top- 
three position is gained to progress. 

For the truly patient there is enjoyment 
to be had, but with a constant sense of 
being physically cheated, Vanishing Point 
can be a miserable experience thal both 
grates and infunates in equal measure. 





Edge rating: Three out of ten 


Metal Slug X 


Format: PlayStation Publisher: SCE] Developer SNK Price Ұ5,800 (636) Ræsase: Qut now (Japan) TBC (UK) 


etal Slug X may well just be a sidestory 

M to its parent trilogy, but it's no less valid. 
Quite the reverse, as SNK has seen fit to 
partially break the mould with a plot tom 
from ‘independence Day’ and character 
Gesigns to fit, in the form of marauding 
aliens and enormous fying saucers 

The formula of the series is simple 
enough, and although travelling along 
horizontal environments, blasting everything 
in sight may be a well-worn premise, it's also 
a near-perfected one. Armed with a revolver, 
a knife that funcbons automatically at close 
range, and a limited suppty of grenades. 
all the player need do is concentrate on 
avoiding the volleys of Лак and returning fire 
throughout the game's six lengthy levels. 
The usual power-ups = shotguns, rocket 
launchers, etc — feature, and are joined by 
a laser, which fits in with the ‘alien invasion 
take on the previous World War Il storylines 

In addition to the Metal Siug vehicle 
the player encounters additional transport 
that includes a mechanical frog and a heavily 
armed camel. Yes, SNK's sense of humour 
runs as deeply through this chapter as any of 
the others: facial expressions are Wonderfully 
caricature-like - soldiers shriek when they 
notice your approach — while the intestine- 
spilling death routine of the alien attackers 
is genuinely ansty, Dut wholly entertaining 

Where you might expect there to be a rift 
between the graphical abilities of PlayStation 
and Neo-Geo, Sony's machine vallantly holds 
its own, convincingly recreating all tha visual 
quality, Given the power of SNK's MVS 
system, a reduction in animation frames and 
poor-quality scaling are trace faults compared 
to the sheer enjoyment that is extracted from 
Such a tired genre. Whether the choice of 
tour characters lends much to the 
proceedings, or what the training section 
and art galleries are worth is а moot point 
— lovers of SNK-branded titles will be drawn 
by the exquisite and energebc gameplay 
Such a stellar port is an added bonus 

It would too easy to label Metal Shug X 
lowbrow, relying on reflexes rather than 
cunning or lateral thinking. With 2D titles 
not a hot property at the moment, it would 
be understandable for many PlayStation 
owners to pass on Metal Slug X. This would 
be something of a tragedy, as SNK's latest 
сайға oozes playability, trouncing more 
grandiose titles with voen ease - and 
it's as Captivating today as IL ever was 


Ecige rating 


Eight out of ten 
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As well as an enormous complement of enemy foot soldiers to contend with, SNK has stocked up on huge 
vehicles of destruction to hinder you further. Expect the levels of firepower to increase tenfold, however 
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Various diversions exist in Meta! Slug X. One 
memorable experience is the enormous tower- 
eating machine that chases you through a level 
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Another Mission 


Completing Metal Slug X rewards the 
player with ‘Another Mission’, which 
contains an additional 12 levels to 
tackle. These are thematically similar to 
the main game, but have a new layout. 
essentially presenting a Time Attack 
challenge whereby you progress as far 
as possible before a single hit fells you. 
Ultimately, the end achievement is simply 
the mast points, but, again, SNK has 
proved that the most ancient of prizes 
= the high score = is enough to justify 
participating. Like Crazy Тах/5 jump 
challenge, Metal Slug X's distance 

test 5 undeniably enjoyable. 





GigaWing 2 


Format; Dreamcast Publisher: Capcom Developer Takumi Prooe Ұ5,800 (E34) Release: Out now (Japan) ТВС (UK) 





The use of а smart bomb results in some of 
he most overblown visual effects yet seen іп а 
Dreamcast game. Unsurprisingly, there is little 
chance of survival for any vessel in its path 





Four’s company 


GigaWing 2% main innovation is the 
simultaneous fourplayer mode which 
sees a quartet of ships make their way 
through the main game restricted only 
by the allowance of one smart bomb 
at a time — any machine would be hard 
pressed to deal with the graphical 
overioad should four occur at once 

A problem with the fourplayer mode 
is that the formation can simply meander 
along, bombarding the enemy in rotation, 
and remain virtually impregnable to attack 
thanks to strength in numbers and a similar 
number of attack craft to the oneplayer 
game. Skill and reflexes reaily aren't 
required, and the entire experience 
eventually leaves you feeling 
somewhat nonplussed. 
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Tha firing patterns adopted by enemy ships are more evidence of Takumi's input. As in Mars 
Matrix, given such ordered waves there Is often scope to predict where safe zones will appear 


n first impressions, the 3D graphics 
O of GigaWing 2 would seem to йе ы 
а fresh angie to the shoot "ет up genre 
However, dk] а Dit deeper and youll 
discover lakumi's = conforms 
to every last ciche, бам/5 and ай, 

Nevertheless, the title has its merits, 
the most striking of which is the visual 
element. Full high-resolution 3D backgrounds 
feature, their polygonal nature affording 
dramatic routes for the camera to follow, 
albeit on rails. Dropping vertically, for 
instance, is rendered more dramatic by 
the new look, and enemy vessels and 
weapon fire are also considerably fieshed 
out. Explosions in particular benefit 
enormously from the update 

However, beyond the graphics. Pings 
seem retativety unchanged, aside trom tne 
videogame first of a simultaneous fourplayer 
option. Although this may be considered an 
innovation, there is perhaps reason for such 
an inclusion appearing so late in the day - 
it makes for messy, confusing play that fails 
to enthuse for more than a few minutes. 
Fortunately, GigaWing 2 possesses a raw 
enough approach in its basic state to satiate 
most shooting fans. Enemy fire appears m 
huge waves, with a chargeable reflect function 
providing an additional strategic element, but 
bar this it's overblown firepower and screen- 
engulfing bombs all the way 

It's at this point that fissures appear 
in the structure of GigaWing 2. Upon 
reaching the third level (there are six in 
total, with eight difficulty settings), the 
ante is upped considerably as the screen 
swiftiy fills with bullets, and progress becomes 

ore of a matter of luck than skill. Instead of 
losing Ires for sloppy judgement, or having 
exhausted your bomb supply, your ship 
count will plummet due to the impossibility 
of avoiding endless fire. There is simply 
no marain for error. 

Furthermore, GigaWing 2 is all but 
neutered by its infinite supply of credits, 
which make completing the game as 
much a prospect for tha novice as for 
the veteran. Of course, you can always 
resist the temptation, Dut many gamers 
will find downing the pad voluntarily a 
d prospect, and as a resul 

GigaWing 2 will barely last half an hour. While 
it burns, 1 burns bright, but ultimately, given 
the infinite continues, such a meagre 
Ге expectancy is unacceptable 


Edge rating ox out of ten 
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12: Final Hesistance 


Format PlayStation Publisher SCEE Developer SCEE Cambridge Studio Price: £390 Release April 


С -12 is the carbon isotrope that 
Р underpins Ше on earth. An alien race is 


hunory for the stuff, and ‘frst contact’ looks 
ke seeing Mankind constituting an interstellar 
snack for bodysnatching ETs 

Earth as they find it is post-apocalyptic 
and predominately green, according to 
SCEE's Cambridge Studio) and populated 
by regional Britons who sound suspiciously 
like jobbing actors trying out their northern 
accents. However, there is a hero in their 
midst: resistance leader Lieutenant Riley 
Vaughan. As Vaughan, you set out to save 
the day, blasting aliens as you scuttle through 
a lund urban landscape. The games 22 sub- 
missions comprise fetch-and-carry tasks and 
aien shooting, punctuated бу puzzles such 
as Dutton cormnonation exercises 

Despite their relentless green hue, the 
landscapes are impressive by PlayStation 
standards, and benefit from the thirdperson 
perspective as the camera zooms out to 
show off larger areas. That said, the 
gameworld is not expansive due to the 
development team ploughing much energy 
into minimising loading times. Out go 
prerendered backgrounds, and in ther place 
come good-looking 3D environments, 
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with regulation PlayStation 
sadly, the enemy Al is lamentable, 
a problem that is exacerbated by a distorted 
difficulty curve. In the first half of the game 
you can obliterate one robot, only to see 
his pal take shrapnel in the face but remain 
stock still, Enemies fire volleys of bullets that 
inexplicably miss you, It's only later, when 
enemies deploy shields to absorb your fire, 
that the game becomes truly challenging 
and your foes seem even remotely intelligent. 
Vaughan sports a laser eye which 
provides a neat firstperson view for precise 
shooting and environment analysis. This 
visual tool, with its 'Predator'-style electronic 
feedback sound, adds greatly to the 
atmosphere. Unfortunately, the spell is 
broken when one of your chipy pals bellows: 
"Let's kick some arse," while waddling for 
cover and dodging tire from lethargic aliens. 
С-12: Final Resistance is reminiscent 
of Syphon Filter in its “you versus the world" 
plot. The Syphon Filter games are, however, 
far more sophisticated and vaned in terms of 
setting and plot. C- 12's difficulty curve and 
repetitive enemy encounters are its undoing, 
and let down what is otherwise a 
commendable technical effort. 


Edae ratina: Five out of ten 
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The firstperson mode (above left) is more precise than the lock-and-unload auto-aim facility, and 
allows you to pick off enemies under cover. The resistance soldiers (above right) are a docile bunch 
who seem to spend more time incarcerated in enemy holding pens that actually helping you progress 











Near the end of the game Vaughan falla into 
enemy hands and is partially mutated. 
Needless to say, he comes back fighting 





Turrets of fire 


C-12 features several encounters with 
boss characters who will toss significant 
ordnance your way. Luckily, there is a 
section of static resistance UTES 
equipped with chainguns, which beef up 
your chances af survival, and, ultimately. 
success. The guns, which overheat quickly, 
target from a firstperson perspective and 
can be operated via remote control. 
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Format: Dreamcast Publisher: Sega Developer: In-house (AMZ) Price: Ұ5,800 (E33) Release Out now Hapan) ТЕС (UK) 





15 surpris ПЕ NON often a developer will rehash rts 
| greatest moments. substituting its former iAnovation 
with a superficial overhaul. Fighting Vipers 2 may claim 
to offer new slants on the fighting genre, but these 
aren't immediately obvious in the game proper 
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However, the emphasis this feature gives to 
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defence is at odds with the entire premise of fighting 


games: given that you can only pull off a one-hit kill 





after an opponent is stripped of armour, which can take 

as long as four rounds, an otherwise taut, rapid bout 

can drag on as you manoeuvr the cou | 

Despite this. боліт Vines 2 is a satisfactory. if 

Some combatants are equipped with LJespe TS, ГЕН ирег < IS a заан 
questionable accessories. Emi (above) routine addition to the burgeoning Sega fighting librany 
is accompanied by a blue teddy bear. Шала the armour and en tive айыл ic. а 

ы RAC шаш сш ا‎ cU PLI y ы - 
To what end, though. is unclear 25 

thaniy disguised episode of Virtua Fighter 


Destroying an opponent's body armour is readily apparent, both in terms of seeing the armour 
fall away and by way of a flashing icon. Red indicates that a knockout ia likely within seconds cage raung: Five out of ten 








fournament 


Format: PlayStation? Publisher Infogrames — Developer! Epic Games Price £40 Release- Out now 


nyone who enjoys FPS arena garnes will find 
A a lot to relish іп Unreal Tournament, Sadly, 
an underwhelming game engine, flat textures, 
and occasional framerate problems let down 
otherwise entertaining game. 

Nevertheless, there is also much to admire in 
Еріс Games’ package. The wealth of game modes, 
which include Deathmatch, Domination, Challenge, 
and Capture the Flag, аге ай different enough ti 
warrant extended play. Particularly laudable is the 
Assault mode, which asks you and your team tc 
take a fortress ior smilar target) which is being 


cuan oced Dy a mval team intent on your destruction 
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However, the speed at which your character tums 





on tne spot is unnecessarily ponderous 


Ultimately, LInrea! Tournament lacks the finesse The oneplayer experience can be a lot 
and, crucially, the speed of TirmmeSplitters. There are of fun in short bursts, but move to the 
multiplayer split-screen modes and the 
game simulates walking through treacle 
lack of pace and presentational imperfections. _ 


novel touches, but these are overshadowed by a 





= н Each weapon has both a primary and а secondary function. The Redeemer, which fires nuclear warheads, 
Edge raung: Six out of ten is particularly nasty and can be controlled from a firstperson perspective until it reaches its target 
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Tracking developments in Nop 


SIN proves popular 


e Lloyd, nGame's technical and operation director 


NGame's development tool kit is opening new doors for crossplatform developers 
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Alien Fish Exchange (top) was 
nGame's first big hit. Interestingly, 

25 people have put in the 100-odd 
hours needed to complete the game. 
Running on WAP and the Web, and 
soon to be rolled out on DITV, Chop 
Suey Kung Fu (centre) is a simple turn- 
based beat ‘em up. As sophisticated as 
mobile gaming gets, Merchant Princes 
(above) is a massively multiplayer, 
persistent trading WAP game 


After launching Data Clash, nGame 
discovered that the card-based game 
contained some impregnable 
combinations. Thankfully SIN's 
maintainability ensured that an 
extension pack of cards could be 
introduced to solve the problem 
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espite the public's initially 
D tepid reaction, UK developers 
are enthusiastically embracing the 
opportunities provided by mobile 
gaming. Compared to traditional 
retail box development, however, 
the challenges of WAP require 
anew mindset 

Not only do designers have to 
work within the protocol's turn-based 
limitations and problems such as small 
screens, but they also have to ensure 
they can handie administrative tasks 
such as loaging players on to a portal 
and deal with different handsets’ varied 
browser software. Games must be 
compatible with the underlying server 
and database infrastructure as well, 
and, as servers run 24/7, the game 
must be easy to update and maintain. 
Patches are not an option in this 
sector of the game industry. 

Enter nGame's mobile game 
development tool kit. Developed and 
used internally over the past few years 
on titles such as Alien Fish Exchange 
and Chap Suey Kung Fu, the 
Cambridge-Dased company i$ now 
beginning to roll out its product to 
favoured thirdparty developers. 

“One of the key things in the 
tool kit 5 a scnphing language called 
SIN, which is a high-level language for 
describing garme-type worlds," says 
nGame's technical and operator 
director, Dave Lloyd. Вий on Java, 
SIN is an object-oriented and event- 
oriented language that creates a 





framework in which game designers 
can develop content without worrying 
about protocol issues. 

"One important aspect of SIN is 
its use of a relational data model rather 
than just a simple obiect model," Lioyd 
continues. "An example of how this 
works is if you want to model a chair 
inside a room, you traditionally arrange 
that the chair has a pointer to the room 
and the room has a pointer to a list of 
things in it. This falls down when you 
take the chair out of the room. Then 
you have to cut all the pointers and 
reconnect the chairs pointer to the 
new room, othenwise you end up 
with the chair thinking it is in room A, 
and room B thinking it contains the 
chair. Using SIN, you just definite the 
symmetric relation: the chair is within 
room A. It is then possible to ask the 
room what it contains or ask the chair 
what it is within. To remove the chair, 
the relation is simply retracted and 
reasserted somewhere else." 

Another key aspect ls that, URL 
although SIN complies down to Java, www.ngame.com 
as a programming language it is far 
easier to use. "Hather than have lots of 
squiggly brackets and punctuation, SIN 
is much simpler," claims Lloyd. "Н uses 
layout to show structure, The net resuit 
iS it is easy to understand. It's got a lot 
of very specific constructs, even down 
to really simple things like there is an 
operator to roll the dice, so you don't 
have to worry about random numbers.” 

This is particularty important as 
nGame plans a more widespread 
release of the tool kit in future. "The 
easy source form is good when you 
are geting people who are technically 
iterate and understand logic, but 
who are not hardcore programmers," 
Lloyd points out. “The fact that you 
are working at a sufficientty high level 
means that you actually make fewer 
mistakes, because when you look at 
the code each line is doing something 
useful. The net upshot is that we are 
managing to develop games in just 
a couple of months." 

That speed can only encourage 
the creativity of game designers - even 
those trying to squeeze the best af out 
platforms as difficult to develop 
for as mobile phones. 


More than just WAP 
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It might not look like much, but the Java-based 
SIN language should ease the development hassies 
of making mobile and crossplatform games 











aiite Валас Kii 





Adea арі ТШ Дт tlak fu hals 





{ one quality characterises 

| Codemasters’ output, it’s the 
attention to detail lavished on every 
aspect of the game creation process 
From the reproduction of the engine 
noise of a skidding Ford Focus to 
keeping fans up to date on Colin 
McHae's exploits via its Web site, 
Codemasters understands that 
there's more to selling games 
than just sticking a box ona 
shelf. Creating a community ё 
an increasingly important part of a 
successful publisher's responsibilities. 

With this іп mind. Codemasters’ 
latest move to strengthen its fan base 
is inspired. Whereas 3D Realms’ 
George Broussand has recently stirred 
up controversy by suggesting Web 
sites should only use officially 
provided game screenshots 
Codemasters has started from 
the same position and ended up 
heading in the opposite direction. 

“We дей sent û lot of links to Web 
sites built by dedicated fans of our 
games, using incorrect, or out-of-date 
graphics, so it only seemed logical 
to help them out by providing the 
correct graphics," reasons 
Codemasters’ Web master, Simon 
Reid. "The idea grew to the pom 
where we are now providing a full 


"xb. Қоры, bathe, them "Fee fi ther 


trm bah sur dara bi alle] *eeb Pate 


Colia МєКзв* Rally 2 O PC fansite kit 
[ZIF file with video, 10 OME] 


¥ [ZIP file without video, 6 4MB} 





package of matenals in one easy 
Zip file = complete with movie files, 
in some cases.” 

The release of its first two fan 
Web site tool kits, for Insane and 
Colin McRae 2.0, have proved 
extremely popular, with more than 
5.000 downloads of the zipped assets 
in the first month. Kits for TOCA 
World Touring Cars and Severance: 
Blade Of Darkness have also recently 
gone live, driving the number of 
downloads past the 10.000 mark. 

Wesghing in at between three and 
16Mb per download, the fan site tool 
kits offer the usual range of screen 
shots, desktop wallpaper, press 
releases, and video clips, as well as 
some funky Shockwave executables, 
branded screensavers, and animated 
banner ads. Codemasters is 
encouraging fans to generate their 
own screens by including grabbing 
software in Insane — something that 
will also be supported in Severance 

As with all things Internet related, 
Codemasters has been relatively 
hands off in determining how this 
content should be used. “We can't 
tell people how to design ther Web 
sites,” says Reid. “We are simply 
providing them with the resources 
to enhance their sites. Obviously 
there is only so much we can do 
to ensure fans use the graphics 
in the way we would like." 

Users are requested to 
include chck-through logos both 
to Codemasters’ Web page and a 
game's dedicated site. A legal notice 
on Codemasters’ download page 
states that anyone who uses the 
site in a defamatory way to 
Codemasters or any of its products 
will have its content removed, 
although what tus actually means 
in practice is difficult to ascertain 

The issue of whether fan sites 
could generate ad revenue is another 
prickly one, considering Codemasters 
is promising to link the best fan sites 
(о its main Web site. Reid is unsure, 
though. “There would be the potential 
if | believed that banner ads generate 
enough feedback to our site,” he 
says. “However, | feel banner ads no 
longer work as a means of directing 
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traffic to a site and hence 
generating revenue.” 

But with the future of game 
development blurring the line 
between official and fan-developed 
content, Codemasters will be opening 
up new opportunities for its online fan 
base, specifically by releasing games 
with built-in level editors. “It's 
something that is being worked 
on at present," Reid confirms. 

"There has been a lot of interest 
from fans who have created skin- 
developing software for Insane along 
with the supplied terrain editor. We 
are currently developing games with 
these thoughts in mind. Operation 
Flashpoint, due in May, has a mission 
editor as one of its key features. 
Players will be able to create their 
own missions and, because new 
mission files are small in size, they 
can be easily downloaded from Web 
sites or emailed to other players. 
Anything that helps interaction 

with fans of any of our products. 
should be encouraged.” 
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n a year of platform transiton, punters cut баск on their game burying, but for developers 
| it’s the time to choose the tools and middleware that will be the foundation for the next 
round of games. That's why March 20-24 will be the Game Developers Conference's 
busiest days yet. While there won't be the excitement of Bill Gates announcing XBox, 

and no one is expecting GameCube to show, the occasion will be brimming with the 

latest nuts and bolts of game development, as this month's Codeshop demonstrates 


Criterion Software 


One of the success stones ol middleware 
has been Criterion s HenderWare 3D game 
development tool kit. “2000 really outstripped 
ош expectations іп terms of take up, says 
Critenon’s president David Lau-Kee. “It's 


dh гылт Bo 
RII мл з 


Konami, Activision, Interplm, 
eon. Building on the feedback 
tenon is now releasing 
vane complete game development 
"What we have seen through 
people using HéndgderyVare is they are trying 
do 3D and they are trying to figure out audio 
and physics, and their Al. They try to buy in 
ether solutions or write their own, and its 
difficult," says ац- Кее, “They want an 
integrated solution, and that's what we 
ага going fo be providing,” 
Based on the existing Reni Ware 
package, Criterion is adding integrated 
audio and physics support. А licensing dea 
with audio specialist Sensaura provides JU 
osibonal sound, which will De fully Integrated 
the graphics, апаи dessners to set 
Ч doppe effects. Then 
wovkdes а secquencea 
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Mist and water are generated using new 

it Lau-Kee particle plug-in tor HenderWare (topi; A bump- 

ish middleware provide mapped fish running on RenderWare 3 for PS2 
60 ама additonal functionality ber a 

ОН to HenderVVare в graphics capabilities 
Hybrid's Randa vvare plug-in will offer 
particularly impressive dynamic visibility 
code, speeding up games by minimising URL 


the drawing of geometry that is not in www.csi.com www.renderware.com 
a player's line of sight www.hybrid.fi www.sensaura.com 
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In addition to the expo part of the show, there will be Keynote speakers such as Sim 
genius Will Wright talking about the diverse subjects which can be raided for ins; irational 
game design, Al pioneer Marvin Minsky on ‘Programs, Emotions, and Common Sense’, 
and Naughty Dog's Jason Rubin tackling the potentially explosive subject of managing 
game projects more professionally, in a talk entitled 'Out Of The Garage: Maturation In 
Team And Project Management’. Here, Edge presents a number of engineering highlights 


Game engines 
Epic's Unreal Warfare 


One of the big pushes in the games industry is engine technology - something that will be 

well represented at GDC 

the name Unreal Warfare, it has 1 айв of XBox-specific support. “Just as 

we referred to the ‘Tournament’ version of the эг! engine to represent the feature set of 
2 

the engine built between Ihe releases of Unreal and Linrea! Tournament, internally we'll refer 

to "Warfare ^ explains Epic VP Mark Rein, Unreal Warfare 

c game cume 
Cure ena 

в enabling the use of 200 times 8 i 5 a5 pre 

the engine can handie 2048x2048 textures, and support for the already impressive large-scale 

terrains has been improved. Other less obvious improvements include Al pathfinding 

enhancements - especially for hearing and sont - use of tadders and crouching abit, 


better пірога with нїх, and distance Tog suppori 
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Тһе latest build of the Unreal engine 


(build 633) is optimised for XBox URL 
and supports 2048x2048 textures unreal.epicgames.com (note no www) 


NDL = Netimmerse 


With d тести inhabitants 


features - wil be forthcoming at GL 
tna Animmerze Каут 
N tool that allows artists to quickly 
sident John Austin. Anlmrnerse enables artists 10 set up transitions betwee 
t animation sequences, specify a character model to apply the animations to, bind a 

/ on the keyboard to each animation, and run an interactive rendered preview of tha 

acter movi using mie animations 

Other additions include enhancements to the 305 Мах MÁAXImmerse and Multige 
Creator Muitlmmerse exporters. and a major overhaul of the Maya Mylmmerse exporter 
Моге generally, GameCube support is expected in (22. 


URL 


www.ndl.com 





Development tools URL 
SNSystems - ProDG 


Having added to its impressive range of PlayStation? development boots through the year, the focus 


www. metrowerks.com 


af SNS ystems’ attention has switched towards Nintendo. There's no mention of GameCube yet - 
although Metrowerks expertise with PowerPC architecture will provide fierce compettion in this area = 
but SN's Game Boy Advance devkit will be on display lor the first time 

In terms of PlayStation2, the entire range of tools will be shown, Including the Winga ProDG tools 
and the network development kit for building and optimising TCP/IP code. More recent advances, 
such as the ProView tool and CD/DVD emulator, will also be attracting those still struggling with 
PlayStation? development. ProView is a file-serving solution for linking PlayStation? test and 
development units with a hast PC via the PlayStation2's iLink socket. The emulator allows the 


PlayStation2 development tool's hard disk drive to be used for creating and testing CD or DVD images 


Metrowerks - CodeWarrior 

It has already been a busy year for MetroWerks. The company has announced support for Palm and 

One of SNSystems' latest additions to its PS2 
range is its ProView tool, a download and file 
serving solution for PS2 test and dev consoles 


Metrowerks intends to show PlayStation2 
and GameCube tools at GDC, which will 
include the Analysis Tool Construction Kit 


Symbian handheld devices, released Version 2.5 of its PlayStation2 code, and gained official support 
from Nintendo for its GameCube release of the CodeWarnor integrated development environment 
К; we plan to show PlayStation? and GameCube tools, including analysis tools and the 


Analysis Тос! Construction Kit, which allows developers to write their own tools. This is a unique 


technology in the game industry," says Metrowerk s European field applications engineer, 


Mark Baker. Linux is also high on the list of new announcements with the xB6 version 


ot CodeWarrior released, and support for embedded Linux is on the cards as well 


Networking tools 
Proksim = Net-Z 


With Sony still tight-lipped about the onime 
capabities of PlayStationz, Proksim will be 
publich/ demonstrating its Net-7 networking 
technology for the first time оп РЕ2, as well 
as previewing future support for massively 
multiplayer gaming 

"Proksim's unique approach to the 
challenges of managing thousands of users 
and thelr traffic is based upon the cell-based 
technology that we call duplication spaces 
This solution for massively multiplayer 
gaming builds upon our duplicated 
objects foundation and forms the 
basis lor our scalability efforts." explains 
Proksims marketing manager, Kan 
Trueman, who suggests that there may | 
some further surprises on the cards at G 

This duplcation-space approach 
divides а qameworld into smaller spaces 
and enables game objects to determine if 
they share a space without the intervention 
of the server. This has a significant impact 
on the use of bandwidth and the ability of 
game worlds to support higher numbers 


of players and objects 


URL 


www.proksim.com 


Terraplay 

Swedish company Теғтарғау is showing 
version 1.3. the last buid of ts networking 
АР! for developers prior to the commercia 
launch of its online game service later in 
Іле spring. "We are getting a lot of interest, 
especially from people developing massively 
multiplayer online titles," says business 
developer manager, Stefan Viachos. 

"For them it's tangible: they see the 

true benefits of Terraplay.' 

Before gamers start to see the benefits 
in improved online play. however. Terraplay 
has to start convincing ISPs to get onboard 
and buy its Game Access Servers (САБЕ) 
"We are working on improving the value 
chains for operators," Viachos says, white 
promising that a partnership announcement 
will be made soon. "Exciting things are in the 
pipeline, but it's toa early to say presently.” 
But with erossplatform continuing to be the 
buzzword, expect Terraplay to start making 
noises about PlayStation? and XBox 


support sooner rather than later 


URL 


www.terraplay.com 





Physics middleware 


MathEngine 

Expect big things from MathEngine at GDC — that's the story from the Oxford-based physics 
Specialist. It will be showing what it is currently calling the “finished version’ of MathEngine. Сараб 
at running on all platforms, it's more stable and more polished than before. But that's not the crucial 
point, according to business development manager Paul Topping: "it's not about better physics, it's 
about a faster impiementation of physics while making games.” The new MathEngine solution will 
be faster to optimise and aiso make prototyping of gameplay ideas quicker. "It's cutting the пек 


Of putting physics into а game," Topping says 


Havok 


Following the union of Irish physics company Havok with German outfit Ipion, work continues 
on the combination of their physics code into a coherent unit. Ne pian to launch an updated 
version 1,5 of our über-engine," says Havok's communications director, Paul Hayes. The 
company's other offenng will be a cutdown version of the hardbody and constraints’ engine. 
which will ре released at a lower pncepowt for developers who don't need the full softbod, 


solution. The final package looks likely to be called ‘Havok Hardcore 


URL URL 


www.mathengine.com www.havok.com 
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The ‘finished version’ of MathEngine will 
speed up the prototyping of game ideas 


After the coming together of Havok and 
Ipion, expect the arrival of an 'über-engine' 
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PlayStation2 gets more BASIC 


Japanese developer Artdink prepares to deliver a suite of apps to give budding coders a way in 
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Like the other elaments of Basic 
Studio, Score-Note ls presented іп a 
simplistic style in order that beginners 
can get up and running with haste 


This 3D robot game (above) is a good 
example of what users can achieve 
using good old BASIC on Р52. Artdink's 
libraries include split-screen code to 
allow for head-to-head gaming (right) 





andai's little-known WonderSwan 
B Wonder Witch package may 

have allowed Japanese users to create 
their own handheld software, but, 
unlike their UK counterparts, gamers 

in Japan have been denied the 
opportunity of chancing their arms at 
high-level coding on a 128bit console — 
until now, Created by Artdink, 
previously responsible for such titles 

as the A- Train series, Basic Studio is 

a powerful tool whose user-friendliness 
is pushed to the fore thanks to its 
modular design, delivering a number 

of applications around its shell (entitled 
B-Shell, logically enough) 

EZ-Basic is the programming 
interface itself, suitable for expenenced 
BASIC coders and also beginners, 
thanks to a 150-page manga-style 
manual. Using EX-Basic, more 
advanced users can even incorporate 
routines coded in C. 

The Poly-Craft element is 
dedicated to building 3D models 
in a kind of simplified 305 Max 
environment somewhat reminiscent of 


TRIPOD 





Тһе EZ-Basic interface (right) can be pulled up 
so that it simply sits over whatever is being 
visually executed at the time. Much of the 

sample code seems highly polished (above) 


Nintendo's 6400 Mario Artist module 

Image-Sketch, meanwhile, is the 
2D part of the package in which 
textures and other bitmap imagery 
can be fashioned 

Accounting for audio content is 
score-Note, which can be used to 
create both spot effects and compose 
musical accompaniment. 

Sample code is provided for each 
element in order to demonstrate the 
package's potential (which is 
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considerate), and libranes exist to 
provide users әліп stock code which 
can be expenmented with (one 
notable segment enables coders to 
easily set up twoplayer split-screen 
gaming environments). 

Scheduled for a Japanese release 
in April, at ¥9,800 (£58), Basic Studio 
will be uparaded and enhanced in due 
course, although it is not yet known 
what type of community support 
will be available via the Net 
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Offering a more realistic driving game | 
with all the fun is Brain In A Jar's goal handles in a realistic manner, In fact, 
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Legal problems over, Brain in a Jar gets on with the job in hand 


е had really hoped that we 
үу would be able to tell you all 
about our next product by now, but 
unfortunately a development deal has 
still to be done. We have talked to 
many people, and there are 
numerous possibilities on the 
drawing board, but the time it takes 
to do a deal is back to haunt us. 

Our relationship with Acclaim has 
now been legally finalised, When a 
contract comes to a premature end, 
there will always be some legal issues 
to tie up, as some of you will know, 


and | have concerned myself with 
this task since the project was 
terminated. Thankfully, the process, 
though a little long, was resolved 
amicably, and we are now freely 
able to utilise our technology. 

This technology is a set of code 
modules from which we are able 
to develop a wide range of 
driving-based applications. We 
are particularly proud of two of these 
modules: the car handling physics 
and the driver Al. As it wouldn't be 
appropnate for us to talk directly 
about any impending deals we have 
on the table, we thought this would 
be a good opportunity to share 
with you our thoughts on these 
two aspects of driving simulations. 

We feel that there is much room 
for improvement to be made upon 
the game balance of current driving 
simulations, Playability and 
accessibility need not mean that the 
driving and physics models of the 
vehicles have to be compromised. 
It is quite possible to create a virtual 
vehicle which is both fun to drive and 
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we would suggest that realistic car 
handling, if implemented correctly, 
would provide a much more fulfilling 
experience for the player. After all, 
do you know anyone that has been 
out on a track day and not loved the 
experience? Balancing a car with its 
tail hanging out while flying around 
a corner is an incredible feeling, and 
recreating that feeling in a game is 
the challenge. This is why we decided 
lo create a very realistic car model 
and then tweak it for playability 
afterwards. We are some 90 per 


cent through development of this 
model now, and the results are very 
pleasing. It can be quite hard to drive 
to begin with, especially if you have 
no driver aids switched on, but after 
practice it feels great. We chose to 
add real driver aids to the engine, 
as many of today’s performance cars 
include aids such as traction control. 
These are getting so good that they 
don't take the car away from you any 
more, just gently keep everything 
under control. This allows you to 
continue to learn how to drive on 
the edge, even if the aids are keeping 
you fram falling over that edge. 

The nice side effect of 
Implementing a realistic car model 
is that there ts nothing hard-coded for 
any particular car. This was obviously 
intentional, as we had intended to be 
adding different Ferraris to the games 
thal we developed, It is quite possible 
to add a new car's setup to the 
engine by simply changing a vehicle's 
configuration. The hard part is finding 
out what these configurations should 
һе. There are an enormous number 
of settings for each car, and most 
of these are not printed in any 
car magazines. A close working 
relationship with a car's manufacturer 
is therefore needed to represent the 
car accurately 

Another way that driving games 
take liberties with the player is with 
Al drivers. Incapable of producing 
quality opponents, games frequently 
pull such tricks as hidden catch-up of 
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Brain tn A Jar diary, part four 
by managing cirector Matthew Gabriel 





cars, predetermined crashes, 

supenor vehicles, etc. Nothing 

is more frustrating than to get 

well ahead of the opponents and 

then make one little mistake and | 
see the whole pack zip past as if | 
they were only a few yards behind. 

This is perhaps an area of engine 

development that we have taken the 

greatest risk with. We decided early 

on to attempt to create Al based on 

evolutionary principles, starting from 

a baseline of two simple rules. The 

AJ drivers would be evolved using 


genetic rules (survival of the fittest), 

and they should have no more 

information about the car and track 

than a real player. It's actually a very 

simple concept, and beauty often 

lies in simplicity. Initially, driver Als 

are created with a random genome 

and are placed in a car, given control 

over the normal functions, such as 

throttle, brake, and steering, and let 

go. The AJ driver that makes it 

farthest round the track will then 

become the parent of the next 

generation. To begin with you simply 

score drivers according to the 

distance they travel round the track. 

Many generations later you begin to 

evolve drivers that are capable of 

completing laps in very respectable 

times. The final effect of this does not 

present any advantages over hard- | 

coded Al, but the next bit of evolution | 

is where the strength of this system | 

appears. At this point you can start to 

award drivers extra points for sliding 

the back end out, or gently nudging 

other cars. This driver is then more 

likely to become the parent of the 

next generation, and so you begin 

to evolve an aggressive driver. This 

module of code still has got a long 

way to go, but we feel confident that 

it will result in a substantial increase 

the driving and competitive realism. 
Although brief, | hope I've shed a 

litte light on the direction our racing 

engine is taking. Until next time, we 

wish you all luck through this 

turbulent time in the industry. 





The making of... 


© ео Comman 


Publisher problems, rapidly changing plans, and a frantic development 
period: Edge boards RTS precursor Carrier Command and talks to 
coders lan Oliver and Graeme Bird about the groundbreaking title 
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3D-rendered soldiers throwing 
themselves on to the beaches. 
But among all of this input was 
and inventions of our own.” 

Carrier Command was ап 
engineering triumph and an 
The goal was simple, but reaching 
it called for meticulous planning 
and quick thinking under pressure. 
Faced with an archipelago of 
islands it was the player's task 
to take his carrier, the SS Epsilon, 
and build a supply network which 
would eventually spread across 
every territory. The challenge 
was made harder by a maverick 
attempting to control the sector 
as part of a terrorist campaign. 

It was Carrier Command's 
range of sophisticated toys which 
became its defining feature. The 
SS Epsilon could open up like a 
toolbox to reveal compartments 
full of wonderful possibilities. It 
defence drones, and a host of 
resources including weapons, fuel, 
and base-building pods. "At the 
time we thought Carrier Command 
was groundbreaking because of 
the graphics," says Oliver, "But 
looking back, it's probably more 
во for the first of what are now 
Command & Conquer-style games. 
It really wasn't a game style people 
were used to, for both the depth 
of the objectives, the multiple 
the way the world was rendered." 
the comprehensive icon system. 


Though similar interfaces had 
been attempted before, Carrier 
Command's point-and-click 
aesthetic was comprehensive, 


of a fluke. "At the time Realtime 
had no artist and lan wrote a little 
routine called 'Choccyblock' to 
show what he thought the buttons 
should look like," relates Baird. 
“Then he promptly went on holiday. 
By the time he got back the icon 
system was pretty much in its final 
state, with me drawing a bunch of 
little icons to represent the function 
of each button. These icons were 
later tarted up by an external artist, 
although to be honest he didn't 
do that much to them." 

On the surface the Al in 
confesses that short cuts had to be 
made. "Let's face it, the processing 
power and memory limitations of 
the time just didn't let you be too 
Clever," he admits. "We cheated 
thought we could get away with it 





without compromising things 

too much." As for vehicle physics, 
Oliver is similarly unrepentant. 

"We didn't really have much - 
everything was faked, as real 
physics is expensive. Some things 
bounced off each other, but for the 
most part we just coded up what 
worked and didn't care too much 
about reality." More seasoned 





Carrier Command was an engineering triumph 
and an armchair strategist's dream. The goal 
was simple, but required meticulous planning 





Carrier Command players will 
remember the bug on the first 

ST version, which saw the enemy 
carrier carving its way through 
the islands from time to time. 

But Carrier Comrmand's real 
beauty lay in its insistence on 
developing and nurturing an 
efficient supply network. Because 
the SS Epsilon could take up to 
ten minutes to reach each island, 
it was important to strike a good 
islands, factory bases, and 
resource islands. Travelling back 
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io defend a weak network of 
resource bases could consume 
valuable time. Finding the weakest 
link in your enemy's network was 
vital. Cut off his chain of supply 
and his fuel and weapons 
resources would quickly dry up 
"Graeme coded all of the 
resource system using his 
background in roleplaying games 
and a lot of simulated 20-sided 
dice," jokes Oliver. "Quite how 
much of the complexity came out 
in the product | don't know, but 
behind the scenes It was important 
10: fun your Campaign properly and 
defend your supply chain. Graeme 
also worked on the simulated 
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battles for islands that happen 
if you don't have your carrier 
or a plane around to see them 
These were tuned 10 try and match 
what would happen if the battle 
was being observed, and this 
tuning had to be good because 
you could suddenly arrive at a 
battle, so we'd have to try and 
mock up the stage К was at.” 
While complex battles were 
being simulated all around the 
map, the engine which kept 
everything in harmony within 
the player's ken remained relatively 
minimalist. "The game design was 
too big for the machine,” continues 


activa at one time, each with 
64 objects on it, and we also had 
64 objects in existence that were 
flying free of islands. Not only was 
that often а lot to render, but we 
also had to run the AI for all the 
objects. and. more importantly, had 
collisions to detect between all the 
objects. We worked together on 
the collision detection, which was 
negligible amount of time. l'm still 
not sure that anyone eise is using 
the approach we came up with." 
Carrier Command may have 
tendency to sail across land, which 
was fixed on subsequent versions}. 
but It still delivered easily the best 
resource strategy game of its time. 
However, coding the game took its 


the making of.. 


USES teu Бау аса ate) foe meaty Nes) AS. 
Oliver, “We could have two islands ond ure ess eve was very meer 





toll on the small development 
let's just say that the job nearty 
killed us and the stress level was 


Duel, made them à £20,000 prolit, 





and again when the formidable 

3D Starstrike put £200,000 in their 
of Camer Command proved a 

| didn't really notice," laments 
Baird. “As soon as the first varsion 
was Gut of the door, and after a 
couple of days’ sleep to recover, we 
version and а second release of 
the ST version, so |t all kind of 
passed me by." Oliver agrees: 
“They ware pretty wild times. but in 
represented a switch for us from 
programming for pleasure in an 
unbelievably Casual environment, 
to doing it for gain with project 
plans and employees. And | really 
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Examining gaming history from Ейде 5 perspective, five years ago this month 





1. Night Warriors: another 
high-quality Saturn beat ‘em 
up 2. The PC version of 
Have Hacer, obscenely 
requiring a P133 for 30fps 
3. Sega's first doomed white 
console 4. The new Gallery 
section begins with à 
doctored Rembrandt 
work, courtesy of Shiny 
з. A rendered Trocadero, 
without the virtual scallies 
‘Sprout’ technology in 
Cranberry Source's QAD 


Seconds OUT, round one. They're friends now, 
but five years ago the Sega-Sony санг was in its 
infancy, wiih Edge's lead story detailing a heated 
squabble over numbers. Five to one, two to one, evens... 
no, not the shortening odds on the revamped and 
reoriced white Saturn winning the 32bit war, but rather the 
ratio of PlayStation to Saturn sales. "We believe we are 
outselling aur competitors Бу a five-to-one ratio," declared 
farmer head of Sony, Marty Homlish. An informal survey 
at the start of 1996 by Edge’ sister mag in the US, Next 


Generation, suggested something closer to sales parity 


‘Litthe giris. playing thair lithe naked games with ШИН boys 
таш lite boys have penses аги] lithe gris do not” 
The ever-cepencable Chris Crawford гэ эсрэг the 

game низу Holywood envy, Freud зун 


Bdge naa сту one gnevance with he gama zo far — Fred Fintegiona 
йз tun bad character So what if the Sim marie millions of delere? 
Fred is just в raactionary ewinie with one poke Garma worker un 

over oid Fred Fintstong? E must have been someifung in the coffee 


hight Warnonc Darkstalkers 2 (atur, ВТО), Tera Nova 
IPC; 8710), Слабое 2 (PC; 9/710), бостан [PC ENO 


The industry's favountes tram yesteryear. ini month, Rage semor 


project manager Julian Widdows remembers Bullfrog’s Syndicate 





seep р О р реча 





Syndicate's apocalyptic weapons, varied gameplay, and perfect balance seduced Widdows 
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and gave a Ше hope to fans of Sega doomed machine 

Also reported was Howard Lincoln's promise that yet 
another N64 delay was only to allow Miyamoto-san "an 
extra few weeks to fine tune his already spectacular 
software," and Sega's steadfast refusal to get involved in 
the increasingly shaky looking MZ technology. A mere four 
reviews revealed May 96 to be a quiet month for gaming, 
but gamers got their first look at the now-ubiguitous 
mouse and keyboard method of FPS control ма Ocean's 
Dawn Of Darkness. Edge's cautious verdict? 


'it feels a litte strange.’ The future often does. 


There are moments in ме that you just 


gaming, | found it round a friend’s house, installed 
on his brother's PC. It was the first proper PC game 
| had played, and when | pressed that mouse button 


and mowed down a line of pedestrians with the mini- 


gun for no other reason than that | could, | knew 
| had to own and play this game. 

Within four weeks 1 had acquired my own 
РС. and just four-and-a-half weeks after that 
| knew the true meaning of game addiction. 


ETHE ni 


bode moe 





decisions equipping your squad. | played the 
game three times over before | bothered to buy 
another PC game, and for some time after nothing 
quite met the standards set by Syndicate. 

This is the game that made me want to work 
with games for a living, and to this day remains a 
favourite. Find it, buy it, and forever remember the 


That's ай | can say. (Же 
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FAQ 


Gregg Barnett 


in the early "905, Gregg Barnett spent 
§ several years at Perfect Entertainment 
before joining Empire as its creative guru. 


| | aving left sunnier climes down under back 


What was the first videogame you played? 
The first arcade game was Pong, and the first 
computer game was Breakout. In between there 
was Colossal Adventure, or whatever it was 
called, on a university Vax. 


What was the first thing you ever created 

on a computer? 

Other than the usual university stuff like printing 
‘Hello’ with 30 COBOL punch cards, the first 
game-oriented thing was a F1 driving demo on 
the Atari 400, It was obviously all done with low- 
level graphic cheats rather than real 3D, but it 
looked good and helped me get my first job. 


What was your first job? 

In early '83 | started as a programmer with Beam 
Software in Melbourne, better known via its 
publishing wing Melbourne House. My first task 
was to program Hungry Horace on the C64. 


“Due to the way Fist was coded it was a case of going from practically 
nothing visual onscreen to a fully functioning game in one compile" 


Between porting versions of The Hobbit to the 
C64 my first fully original title was Way of the 
Exploding Fist. 


What's your favourite game of all time? 

That would have to be Mario 64. While Mario had 
been an evolving series of games and gameplay 
components, it peaked beautifully with Mario 54. 
You had a wonderfully rich and complex game 
based on a few very simple gameplay elements — 
the epitorne of creat design. 


What was the last game you played? 

The last one was American McGee's Alice. | was 
attracted to it because it promised a pretty wild, 
Imaginative trip, and it delivered on that front, but 
It really could have done with some of that Mario 
64 gameplay | mentioned before, 


What's your favourite book, album, and 
film of all time? 

Going back some time, a list of favourites that 
left an early impression would be any of HP 
Lovecraft's stories, Kate Bush's first album 
"Kick Inside’, and, for a film, ‘Adventures of 


Robin Hood', being à good example of 
pid-style Hollywood entertainment. 


What game would you most like to 

have worked on? 

Good games are usually indelibly linked to the 

ry people that create them. That's part of why 

нм are special, You can admire somebody's 
ame but it would have been different, for better 
r worse, If you had worked on it. However, 

given a time machine and a choice of game to 

по back and do before anybody else did, it would 

be either Super Mario Bros or Doom. | could 

force myself to make do with either of their 

тешә or critical success. 


Of all the games you've been involved with in 
the past, what's your favourite? 

It's а pretty close call between //ау of the 
Exploding Fist and Discworld, but Га have to say 
51, as it was back in the ‘golden days’, so to 
k. It was the first game that | was really 
passionate about, Also, due to the way it was 

programmed it was a case of going from 
practically nothing visual onscreen to a fully 


Functioning twoplayer game in one compile 
(which in those days could take an hour). | can 
going to make a coffee and coming 
back to find a queue of people at my desk 
ying the game! 


What are you working on at the moment? 
I'm currently completely immersed in Ghost 
Master, a totally original game that defies ail 
efforts to put it in a genre. Expect something 
= as they say’ 

What stage is it at? 

ете near the halfway mark, with a lot of 
ent behind us and the bulk of the low-level 
hnology done. We've got a tough year ahead 

of us to add all the bells and whistles that a 
game like this needs 


What new development in videogames would 
you most like to see? 

Purely from an industry viewpoint we need one or 
two high-profile original titles that are capable of 
triggering a new genre. Things have gotten a little 
stale of late. From a technology viewpoint the 
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m answer is more affordable bandwidth so 
that the Internet gaming community can finally 
Join the mainstream one. 


What annoys you about the industry? 

When you've been in the business as long as | 
have, what littie wisdom you do accumulate tells 
you that whatever annoys you in this industry will 
annoy you a lot worse in some other industry, So 
(Гв best not worry about it, really. Just iet the 
[nonkeys dance. 


What do you enjoy most about working in the 
videogame industry? 

The incredibly wonderful people, the unlimited 
wealth, the Gorgeous sex-mad groupies, the 
dancing green monkeys... Also, it's the only job 
you can do while confined to a straitjacket in an 
Bsylum, which is nice. 


Whose work do you most admire? 

To round off a theme started earlier it would have 
to be Shigeru Miyamoto. His games exhibit 
complexity via simple and elegant design and 
ne best typify games as an art form, 


What new platform are you most looking 
forward to? 

From a development standpoint XBox is the most 
welcome as it represents a console that is 
Bffectively one configuration of a relatively nigh- 
end PC. That is the best of both worlds for a 
developer, especially as what constraints it has 
are not too restrictive in natura. 


| was looking over the specifications of the 
XBox when | thought to myself: "This is supposed 
to be a 12800 machine, but what inside the XBox is 
in fact 128bit?' | found no answer to that question 
and to why, if nothing inside the XBox is 128bit, 
Microsoft shouldn't go even further and claim it to 
be 256bit. After all, having a GeForce 2 GTS in my 
PC, | know that NVidia GPUs are 256bit. However, 
the XBox's CPU, a Pentium lll, is only 32bit. 

This ‘mistake’ on the part of the hardware 
manufacturer has occurred before. Cast your minds 
back to the '16bit' SNES, which was really a twin- 
Bbit machine. Such claims fool consumers into 
that all computers with the same bit rating have 
exactly the same power, and so higher bit ratings 
must mean a more powerful machine. What 
determines the bit rating of a console and how is it 
that manufacture can make these figures up? 
Mehmet Sanliol, via email 
And do you remember the Mega Drives “Durst 
processing’? The term for this fictitious hardware 
element came out of a marketing department. 
They're the folk you need to point a finger at. 


David Fowkes' comments (inbox, E93) 
directly comparing XBox's specs to the PC were 
largely irrelevant. | would have thought it was 
obvious by now that the most important aspect of a 
format is the software that runs on it, not the bells 
and whistles in the box. Once you have a standard- 
spec format which hundreds of developers are very 
keen to be a part of, you're laughing. 

Look at Gran Turismo. Can you think of a PC 
equivalent, even though the average PC has 64 
times more RAM than the PlayStation? In fact, sorry 
to be controversial, but I can't think of a PC title 


Letters, Edge, 30 Monmouth Street, Bath BA1 2BW 
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from Y2K which | would call triple-A. The last PC 
game | bought was Quake ii! (Dec '99). Ten months 
later | contemplated buying Grand Prix 3 or Deus 
Ex, but instead bought a Dreamcast. | cannot play 
F355, JSR, MSA, Shenmue, etc, on my PC, even 
though it has an Athlon 600, and 32Mb Geforce 
256 (and | can hook my DC up to my PC monitor). 
Yes, the PC will always be the most powertul 
platform. but it will never provide the best games. 
Matt Brady, via email 


Being an ageing gamer at 27, | always 

enjoy your "Making ofs...' Even if | have never even 
heard of some of the games featured — such as 
Небеїшїаг-1 can still appreciate the insights that 
these games can provide. 

While | can certainly relate to your bias towards 
Spectrum games out of nostalgia, patriotism, or 
convenience, | think it's a shame that you keep 
ignoring the wealth of classic titles for other 
systems like the Atari VCS, the C64, or coin-ops. 
Games that come to my mind include the seminal 
Star Raiders, Marble Madness, or Dennis Caswell's 
Impossible Mission. While it might be harder to 
track down the developers of these titles than your 
mates from the British mainland, a review of these 
titles in the light of the current state of the industry 
might well be worth it. After all, the world has more 
than eight colours - it's got at least 16, 

Georg Lauteren, via email 
"The making of..." will be looking further afield in the 
near future. Look out for Space Invaders soon... 


In response to Donato Piccinno letter in E93, 
| don't believe he really understands what the 
industry is all about: it is a classic oligopoly. 

Thera is a clear market leader in Sony, and its 
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rivals in the form of Nintendo and Sega. But 

what am | getting at? The reason there is little 
customer service, and two types of memory card, 
etc, is because - as a market leader in an oligopoly 
- they are abusing their dominant position by 

By pulling back on customer service they can 
reduce costs. By releasing two types of memory 
card that could do the sarne job they are 
differentiating their product. Sony don't like you, 
they just want you to buy their product and add to 
their five-trillion-Yen global revenue. 

Oh, and another thing, whatever Sony tell you 
about the reduced supply of PS2, don't believe it. 
They are simply reducing supply to inflate demand 
and make the price less elastic. Simple. 

Alex Westworth, via email 


Is it just me, | wonder, or does anyone else find 
Sony's ‘Third Place’ campaign just plain bloody 
awtul? Perhaps, at the farty old age of 37, | have 
missed the point. Or maybe the fact that it is full of 
ugly and pointiess imagery suggests that someone 
is making a sly comment about the general quality 
of the PS2 launch titles, 

Trevor Lawford, via email 

Perhaps David Lynch should have teamed up again 
with Dennis Hopper. Maybe that would have injected 
some genuine character into the campaign. 


I'm contacting you to point out that console 
history dictates that only two systems can operate 
in the same market. Currently that seems to be 
PS2 and, well, | think XBox has the best chance. | 
get a very, very strong feeling that Nintendo will end 
up in the same pit as Sega In that they'll end up 
scrapping their 'Bush lookalike’ console and just 


Georg Lauteren laments the choice of games to 
have made it into Edge's ‘The making of...’ to date, 
proposing the likes of Marble Madness for the future 


"produce games for XBox and PS2 (as well as 
Satisfy the handheld market with GBA), | can hardly 

таспа people buying a GameCube just for Mario 
128 and a new Zelda title. People want to see lots 

- and lots of games released on their system (with 

Only a few decent titles), and with the popularity of 

. PS2 and XBox, Nintendo will surely wilt in the heat 

- of the kitchen. Nintendo made a mistake with the 

N64, and, just as was the case with the Dreamcast, 

‘nobody in this industry forgets a mistake like that. 

- Chris Marsh, via email 


Will the industry ever mature to the point 
‘of developing a single console standard? With 
"Sega stopping Dreamcast manufacture in March, 
_ another platform seems destined to die. 
Surely a single standard would strengthen the 
| industry? Sony, Nintendo, Sega and Microsoft 
could manufacture their own hardware which 
would play any game meeting the new standard. 
The Sony model might offer better lighting, the 
` Sega model more visual memory — just as my 
S300Mhz Pentium runs the same games as my 
| Athlon, albeit not as smoothly, 
Other industries have shifted towards 
standardisation, lessening the risk of developing for 
the ‘wrong’ product and creating a level playing 
- field for all companies, small and large. Consumer 
| confidence wouldn't suffer from fears of rapid 
hardware obsolescence, With 128bit technology, 
a five-year standard could be set. Following 
Nintendo's GB example, backwards compatibility 
would account for five years beyond that. 

If my Samsung DVD player could only play 
Samsung-compatible discs | wouldn't have bought 
it. Surely this applies to videogames? 

‘Roel Koel, via email 








Did a tight deadline force shortcomings to appear 
in SSX? Jasper Manchipp believes so, pointing 
towards the game's occasional framerate issues 


If the videogame industry is to truly come of age, it 
clearly needs a single-format delivery solution ~ as 
has been mooted on these pages on numerous 
occasions. Sadly, the demise of Dreamcast as a 
platform is Just a minuscule step towards the future. 


During the last 18 months it has occurred to 
me that Microsoft's whole strategy is to market the 
XBox as an original next-generation console. The 
Intel chip at the heart of the machine is no more 
advanced than any other Pentium x86-based PC. 
Also, the GPU is no more than a customised 
version of the existing NVidia hardware. 

What Microsoft should be selling themselves on 
is where they are really different... Oh, hang on, 
games, stolen in a vein attempt to scare Sony, or 
just the same old rehashed genres. So where will 
their originality come from? Why should my 
gorgeous PS2 be cast aside while | adopt a 
Microsoft VCR lookalike? I think Microsoft think they 
the power of PlayStation. Upping the processor 
speed to an average Pentium (1 speed of 733МН2 
really doesn't mean a thing. A RISC-type processor, 
the heart of all Apple Macs and consoles except 
the XBox, is far faster than an xB6 chip. How 
else could the Apple G4 running at a mere 
450MHz be classified a weapon? The Emotion 
Engine is even more complicated than that, 
being the only RISC chip of its micron level (that 
| know of) in common use. 

| own a supercomputer; what might an 
XBox purchaser eventually own’? An expensive 
DVD player, and it can't even do that out of 
the box. Microsoft should stick to what it does 
best - making PCs crash. 


(Oh, and | don't own a Mac, so | have no beard, 
sandals or matching tartan golf-style socks.) 
Alex Winn, via email 


| bought SSX for the PS2 and am generally 
very pleased with it. One of my favourite aspects is 
how fast and smooth the game can run. This for 
me is where true believability comes into play. 
When you play a game (Wipeout, G-Police. 
GoldenEye, etc) that crawls to a ‘flick book' frame 
rate during periods of intense action, it completely 
destroys the flow of the game and thus the illusion 
that has so carefully Deen created. 

| wonder if developers, when confronted with 
new hardware, simply try to push too hard, too far, 
and too quickly. Undoubtedly if SSX was created 
developer may well be able to achieve a faster, 
Timesplitters, | feel that this game was created with 
a more logical understanding, by analysing what 
they could achieve, and how many polyaons they 
could push, etc. They have created a great game 
that doesn't fall apart when things get tough. 

Does Edge agree that when given new 
technology, developers push too far in too many 
directions at once, and by doing so they detract 
from what could otherwise be a fantastic game? 
Jasper Manchipp, via email 
Yes, ambition can be the most tortuous beast. 


| have just read Stuart Dell's letter in issue 94, 
and also the editorial response. It has driven me, for 
the first time since buying issue one, to write to 

you. | don't give a monkey's if he is a faker of the 
first order, he raised a very pertinent point, which 
you cleverly ran away from in the editorial response. 


‘What might an XBox purchaser 
eventually own? An expensive DVD 
player. Microsoft should stick to what 
it does best - making PCs crash’ 
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When these wankers who ciaim to be designing 
fantastic game features fill you full of shit, do you: 

a) Ask for at least a little proof of the features before 
you print their bollocks; or: 

D) If you have been stung before by these 
arseholes, you remember this fact the next time 
you interview them? 

| want to hear your response to the points he 
raised. No, bullshit detection technology does пої 
exist, but hopefully the expenence and intelligence 
of your reporters will stand us, your readers, in 
good stead. Then again, maybe not. 

Gary Threlfall, via email 

Okay, picture the scene: Edge's correspondent, 
taking on board your own brand of parlance, is 
sitting down to talk with an NCL representative 
about his plans for GameCube projects... 

Edge: Right, So, GameCube, then. What sort of 
new games are Nintendo working on for it? 

NCL: We've thought long and hard about what the 
new araphical capacity can add to videogames, but 
also about the controller... 

Edge [interrupting]: Yeah, sure, but come on, 
Wankers like you lot are always making lofty claims 
about what you're going to do with new hardware 
Come on, prove it! 

NCL: Er... But we're only ten months into 
production. What do you want to see, exactly? 
Edge: Stop avoiding the point! 

NCL: Um... Well, as | say... 

Edge [interrupting again]: Oh, sod this. If you 
can't show us, bollocks to it. 

Ultimately, you're calling for Edge to use time- 
travel technology in order to see whether or not 
developers' claims come to fruition. Which, 
like bullshit-detection tech, does not exist 

But then not everyone shares your standpoint 


Jamie Smith thinks Edge should go a 
bit easier on forthcoming consoles 
such as Microsoft's capable XBox 


Having bought Edge ‘or a long time, | 
have noticed that of late there has been a rather 
unhealthy cynicism in the mag with regard to the 
gaming industry ас a whole, as opposed to its 
traditional hard-but-fair approach. 

For example, in last month's mag almost every 
article ended with something like ‘there is still the 
capacity to disappoint’ in relation to the XBox, ‘too 
little, too late’ in discussing Sony's PS2 launch in 
Furope, or you always appeared to be 'cautiously' 
awaiting a game release! Why so? 

| am not suggesting that Edge should put on 
rose-tinted glasses and lavish faise praise where it 
is not warranted, but it does seem to have lost 
much of its passion and enthusiasm for a fascinating 
industry that is, after ай, ай about entertainment. 
This is refiected in the ‘every silver lining has а 
cioud' tone in which you mag now appears to be 
written, making it read more like an overly analytical 
academic paper than the gaming world's finest 
authoritative read on the state of the industry. 

With the demise of Sega as a hardware 
astounding, the industry is in for a period of 
significant change, but this is a period of 
unparalieied opportunity for the hardcore gamer 
with the likes of GameCube and XBox on the 
horizon. Perhaps, whilst maintaining a healthy 
constructive Critical distance, this should not be at 
the expense of why we love games in the first place. 

Edge is still without a doubt the most 
authoritative and intelligent read in the gaming 
press, but it should be wary of becoming overly 
analybical and jaded in its reporting. 

When houses are made of gingerbread, and flowers 
have smiley faces, Edge will report on it. 


From the forum 


A selection of choice cuts from 
Edge-Online's discussion outlet 
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| am not suggesting that Edge should 

put on rose-tinted glasses and lavish уйы ныл 
false praise, but it does seem to have ме: 7 
lost much of its passion for the industry’ 


Jaimo 
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Next month: where the action is 
Edge visits Treasure, one of Japan’s most elusive 
codeshops, and discovers what CEO Maegawa Masato 
means when he says, “No other type of game would create 
these feelings inside you and make you cry, 'Gaaagh - this is it!" 
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